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Moving delicately alon-g the fringes of the 
magicaJ worJds are the members of an elite 
and secretive school. Tliese mysterious fig- 
ures guard llie basis of their abilJties with 
paranoid fervor, especially from other wiz- 
ards. What HttJe is known of them is learned 
mainly in rumors and legends hinting at a 
startling truth: Theirs is the mastcry of time. 
Past, present, and future are a11 merely differ- 
ent lands within their realm. They call them- 
selves chronamancers . 

In a magical vvorld, Jew things are entirely 
impossible. Still f only a smaiJ core of intel- 
lectuäk puts great stock in these legends. In 
tlieir opinion, not only do chronomaneers 
exist, but tliese eerie mages are privy to a lifo 
unlike any known before. Much evidence has 
been gathercd and weighed, but most people 
simply cannof (or will not) conceive of a wiz- 
ard vvil h power over the natural order of 
evenLs. 

Few areas can match the potential for raw 
power assodated with Hme travel: the chance 
to experience the far future, the ability to 
influence the past. Kven in a fantastic sctting, 
there would be those infatuated with holding 
sway over time. 

Enter the chronomancers, elite wizards 
with the ability to influence temporal forces, 
Practictng and devetoping their unorthodox 
art, ihese wizards have turned tlieir backs on 
traditional destiny to forge new lives for 
themselves and countless others. Chrono- 
mancers can wind back the clock or send it 
spinning ahead, cxpanding the horizons of 
your game world and blazing a path to adven- 
tures never before imagined. 

Where This ßelongs 
In Your Campaign 

Temporal Prime (the dimension of time) 
and chronomancers can fit into an existing 
A D&D 7 ' 1 game world at whatever level the 
Dungeon Master chooses. Tlus information 


can be used as background for minor adven- 
tures that mighl involve time travel, or the 
DM can embrace these concepts and turn the 
characters loose on an unwary (well, maybe a 
little wary) time-space continuum. 

Besides expanding an existing world by 
allowing access to its past and fuhrre, the dis* 
covery of Temporal Prime makes an unex* 
plored realm available, complete with new 
creahires and new puzzles to investigate. Tlie 
existence of this dimension also give$ rise to 
new character lypes, a new schöol of magic, 
and exciting new magicaJ items for the char- 
acters to d iscover and erijoy. 

How to Use Thls ßook 

This book is broken up into two large sec- 
tions. Tlie first sectitm consists of Chapters 
One through Four. These detail everything 
about chronomancers and their spells that a 
chronomancer player should know. 

The rest of the book contains material for 
the Dungeon Master's ey es only No players 
should read this part of the book, as it fea- 
tures all sorts of material that is best discov- 
ered in the eourse of play. 

Players vvho are not planning to play a 
chronomancer shoutd not read this book at 
all. The world al large knows little about 
these wizards, and it is easier for the players 
to realisticaüy portray their characters if the 
players are as much in the dark about chrono- 
mancy as their characters. 

As the Dungeon Master, read through this 
book carefully before considering what sort of 
a role you want chronomancers to play in 
your campaign. If you feel that chronomancer 
player characters would unbalance your cam- 
paign, then disallow them in play. You can 
still use the material presented herein as a 
background for your campaign, but that 
doesn't mean that the heroes have to know 
anything that vou don't choose to reveal to 
tliern In play. 
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/ cannot prove the exisfence of this äemiplane 
i/et, this dimensiori ofTinte, merely the possibilitx/ 
ofits existence. 1 have gathemi informahon con- 
ceruing the kturnrt planes and their relationship 
with each other, attd nothirtg contradicts this con- 
cept. In fact, many of Ihe laws and theories con- 
cerning the elemental ptanes help to directly 
support the possihility of a temporal phme that 
exists fnrther in than Ihe clementals, a dimen- 
sional plane that acts as a cornerstone of rcality as 
we kmnt’ if. 

And whal exists may be exploited. If power cart 
be draivnfrotn Ihe elements, whai kind of tnagic 
could be made passibiè by tapping a dimension? If 
thc raw essence of time could be ntanipulateil 
according to fhc will ofa mortal huntanoid, what 
limits would there bc? Thc potential for reivard 
stacks highly agaiust an equal pdtential for devas- 
tation. Praciitioners would Itave to be kept to a 
minority, a dedicated few who could work this 
teinporal force for the betterment ofa.ll life. What 
kind ofperson could accept such responsibilily 
without turning toward selßsh interests? Could 
the overall rnorality ofa group of such humanoids 
be enoiigh of a driving forcc to set thetn to pölicing 
tlwirown kind? Perhaps it's best such argumcnts 
remain in thr ventte of theory. 

—Excerpt h'om Kandaton's Theories on Time 

Chronomancers draw power for their mys- 
tical abilitv dirèctly from theenergv created 
by the momerrtum of time. The lifeline of 
every living tbing forms a current in time- 
space, and the intertwining currents create 
the timestream. The flow of one timestream 
covers a reality, and in vortices {a miid form 
of time turbulences) several timestreams can 
tiow doselv and allow passage from one real- 
ity to another. Vortices range in sde and haz- 
ards depending upon how many timestreams 
fiow through them. iempora] Prime is the di- 
mension in which timestreams can be viev\ r ed. 
A chronomancer can slip between realitv and 
Temporal Frinie through thc use of spells, 
items, or permanent portals. 


A Note About the 
“Demlplane of Tlme" 

Few previously published AE)&D" game 
materials have dealt with the issue of time 
travel Lo any extent, Those that have done so 
refer to a ptace caüed the "demiplane of 
time." Whiie it is understandable that an out- 
sider might conceive of the dimension of 
Temporal Prime as some kind of demiplane, it 
is in fact nothing of the sort, 

The phrase "demiplane of time" is simply a 
misnomer for something that is diffieult for 
any but a chronomancer to fully eomprehend. 
It's understandabie that outsiders, trying to 
fit Temporal Prime into their own necessarily 
limited theories of how the universe is con- 
structed, wouid make this mistake. Here, 
however, it is corrected. 

For this reason, creahires like the "time 
demielemental" have been given more ap- 
propriate names, as has Ihe dimension that 
spawned them. All of this becomes clearer 
with further study of chronomancy. 

Requlrements and RestHctlons 

As a wizard from an elite school, the chro- 
nomancer has some unusual requirements 
and restrictions, Any of them can be modified 
with Dungeon Master discretion, of course, 
but il is stmngly reconvmended that this be 
done only imder special circumstances. 

Ability Scores. Two ability Scores govern 
the chronomancer: Intelligence and Wisdom. 
A chronomaircer must have a minimum intel- 
ligence of 17 to understand the abstract theo- 
ries on which his mystical art is based. A 
minimum Wisdom of 16 is required as well, to 
ensure tbe wizard has the foresight for under- 
standing the implications of using chrono- 
mancy, and the discipline to use it responsibly. 
It is unlikely that a character without these 
minimums would ever find an apprenticeship 
with a chronomancer. 
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Racial Restrictions, The school of chrono- 
mancy is beyond most demihumans, llmiting 
the allowed races to humans, etves, and half- 
elves* The innate magic resistance of dwarves, 
gnomes, and halflings prevents them from 
channeling the mvsticaJ energies properly. 
Thére tnay be other races that coLild fauild a 
decent case for Iearning chronomancy, but 
chronomancers are secretive enough among 
their own kind and are not ahout to extend 
trust to such races. Chronomancer families of 
humans, elves, and half-elves are known. 

Weapons and Armor. Like most wizards, 
the cl'ircmomancer may use the dagger, staff, 
dart, blowgun, knife, or sling. Dual-cIassLng 
allowsfor the learning of different wea pons, 
but this is the exception, not the rule, 

Chronomancers are not allowed to wear 
cirmor of anv tvpe nrdess it is elven chain mail 
and the chronomancer is an eif or half-elf. 


Dual’classing cannot change this fact, and 
Dungeon Masters are cautioned against al- 
lowing a kit that permits otherwise. 

Raeial Level Limits, The standard racial 
level Ümits for wizards apply to chrono- 
mancers. Dwarves, gnomes, and halflings 
cannot be chronomancers. Elves are limited to 
15th level, haif-elves are timited to 12th level, 
and humans have no tevel limits. 

AlignmenL Secrecy and paranoia are 
infused into the chronomancer at early stages 
to ensure the secrets of this school are kept as 
quiet as possible. For this reason, a chaotic 
alignment is not allowed. A chronomancer of 
lawful or neutral alignment would not be able 
to trust a ehaotic apprentice, and so would 
not take on such a student. A chronomancer 
who has turned chaotic over time mav begin 
to nLlow' some secrets to slip, but paranoia has 
an even tighter hold on that wizard, for other 
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chronomancers otten attempt to "correcf' any 
such indiscretions that may come to their 
attention* As sueh, a chronomancer is unlikely 
to trust an apprentice of anv alignment, much 
less a chaotic one. 

Chronomaricers who shift to a diaotic atign- 
ment do not suffer for it direcüy. Tlieir actions 
are watched more closely by others, though, 
and what l itlle help they cotild have expected 
from other c hronomancers would be long Ln 
commg. 

Dual- and Multiclasses. Humans can 
become dual-classed chronomancers. If chro- 
nomancy is their second course of study, the 
minimum ability scores are raised to an Lnteh 
ligence of 18 and a Wisdom of 17. 

Regular multidassing is not possible, since 
chronornancy automatically requires special- 
ization. Two subdasses of the chronomancer, 
however, are available to human, elf, and 
half-elf characters. These are detailed on 
pages 13-16. 

Experience anci Advancement 

How a chronomancer advances in his dio- 
sen field is nearly identical to any other wiz- 
ard specialist, The mechanics rcmain the 
same, but the rates at which experience and 
levels are eamed differ a bit. 

Indlvldual Experlence Awards 

As noted on Table T chronomancers earn 
their experienee in a slightiy different way 
than other wizards. Due to tlne relative com- 
plexity of chronomancy spells, more experi- 
enee is earned for casting them, yet only 
group experience is earned for casting non- 
chronomancy spells. Note that, due to the rig- 
ors of their studies, chronomancers never 
receive a 1Ü% bonus on experience for having 
high abiiity scores in their prinie requisites. 


Table 1: Chronomancer Experlence 

Action 

Award 

Chronomancy spell cast 
to overcome foe or 
problems 

60 XP/speü ievel 

Chronomancy spell suc- 
cessfu 11 y resea rched 

600 XP/speil level 

Making a potion or scroll 

XT value 

Creating a permanent 
magical item 

XP value 


Level Advancement 

Chronomancers advance at a slightly slower 
pacc than normaJ wizards (see Table 2), This 
is due to the complicated reiationship be- 
tween Temporal Prime and reality that chrO' 
nomancers must apply to their studies. 


Table 2 

: Chronomancer 


Experlence Levels 


Level 

Experience Points 

Hit Dice (d4) 

1 

0 

1 

2 

3,000 

2 

3 

6,000 

3 

4 

12,000 

4 

5 

24,000 

5 

6 

48,000 

6 

7 

72,000 

7 

8 

105,000 

8 

9 

160,000 

9 

10 

285,000 

10 

U 

425,000 

10+1 

12 

850,000 

10+2 

13 

1,235,000 

10+3 

14 

1,610,000 

10+4 

15 

1,985,000 

10+5 

16 

2,370,000 

10+6 

17 

2,755,000 

10+7 

18 

3,140,0011 

10+8 

19 

3,525,000 

10+9 

20 

3,910,000 

10+10 
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ßeneftts ancf Penaltfes 

'fhe chronomancer is an elite spedalist and, 
as such, follows manv of the rules conceming 
spedalist henefits and hindrances. Even so, 
there are some rules unique to them. 

Chronomancer spell progressiort follows 
the normal wizard pattem, with the exception 
that the chmnomancer gets one extra spell per 
spell ievel gained. The bonus spell must be 
from the school of chronomancy. This allows 
a lst-levei chronomancer to memorize two 
spelis as opposed to one. However, chrono- 
mancers are not permitted to use spetls from 
three opposition schools: abjuradon, conjura- 
tion/summoning, and necromancy. The chro 
nomancer may not memorize these types of 
spells, cast them from scrolls, or usc any item 
that is completelv based in one of these mag- 
ics (such as a umnd of conjuration), 

The bonuses and penalties for a chrono- 
mancer learning spells is süghtly different 
from normaL The chronomancer receives a 
+ 10 bonus whcn trying to learn a chrono- 
mancy spell, but is penalized bv -25 when 
learning a spell outside this schooh When 
chronomancer attains a new spell leveh he 
automatically receives one ncw chrononuintic 
speJl (no roll required) The diffcrences here 
are due to the eomplexity of chronomantic 
spelis and the source of their power. These 
compiications occupy more of the chrono- 
mancer's time than regular specialization 
would. Also, the chronomancer must keep 
strajght the differences between casting spells 
in reality and their cffects on Temporal Frime. 
At ftrst this may seem hnrsh, but not when it 
is understood that no other tvpes of wizards 
can cast chronomantic spelis. 

Since onJy chronomancers ca.n cast speils 
from the school of chronomancy, the usual 
saviitg-throw bonus chronomancers would 
receive against their own school is canceled. 
Any nonchronomancer hit by a chronoinantic 
spell still saves at a -1 penalty though. 


At 5th level, the chronomancer becomcs 
immune to the effects of slow and haste spells 
(note that the new 3rd-Ievel spell Articus's 
rnelee niatuiger is not a haste spell). On the 
down side, the magical bases of the opposh 
tion schools are so alien to chronomancers 
that they receive a -2 penalty to their save if 
the caster is a specialist of one such school. 

Attttude and Llfestyle 

Chronomancers are shadowy figures bv 
choice. Nearly all of ihese slrange wizards 
hide their ability to manipulate time from ail 
but their dosest companions, and large num- 
bers of them take tliis one step further bv hid- 
ing the fact tliat they are even a vvizard. Some 
believe that their operations would be hin- 
dered should chronomancy become wide- 
spread knowiedge. Others wish to retain Üieir 
elite status. StU] oüiers fear how the ignorant 
masses might react. For these reasons and any 
number of oüiers, secrecy is deeply ingrained 
into chronomancers at an early stage of their 
training and fostered throughout the rest of 
their lives. It is a puzzle that some chrono- 
mancers can even trust an apprentice enough 
to pass on their mystical knowledge. 

Because of their guarded ways, chrono- 
mancers do not attract followers, and hire- 
lings are reJuctant to work for thein for anv 
length of tiine. Chronornancers may build a 
keep and gain the benefit of taxing locaJ peas- 
antry if they wish, but möst opt for a solitary 
fortress far from people. The one respite of 
their solitary existence is that, somewhere 
between 12th and L6th levet, an apprentice 
seeks out the dironomancer. This apprentice 
has reasoned oul tiiat the chronpmancer is not 
a regular wizard and has usually pieced tiv 
gether what it is the chronomancer does. Tlie 
apprentice is assumed to have the necessary 
minimums in intelligence and Wisdom to 
begin study in the art of dvronomancy. He or 
she is likely tö be a relative 
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Chronomancer Klts 

Character kits are entirely optional, and 
players should wait to choose one until after 
generating the character, (f the eharacter 
chooses to drop a kit # all special advantages 
and disadvantages are immediately tost. 
Nonweapon proficiencies that were granted 
as a bnnus for taking the kit are not lost, but 
the next profidency slots the character earns 
must go to pay back the bonuses. 

Each kit is easily adapted into most cam- 
paigns, but the Dungeon Master should watch 
out for poor matches. A character who prefers 
to hoard knowledge has no business taking 
the Historian kit. ll a character's actions run 
contrary to his kit for a sufficient length of 
time (Dungeon Master's call), the kit is con- 
sidered to be dropped, 

Gufde 

Guides are similar to Travelers (see page 
12) in that they are meddlesome. They use 
their powers to seek out weak points in the 
natural order of events and change them as 
they see fil. In their defense, however, Guides 
usually possess a righteous belief in a certain 
plan for the world, and whcn they act, they 
bdieve they are bettering reality. Most Guides 
are benevolent, fighting against evifi but some 
are destructive, since their plans may run 
against the welfare of rnost beings. 

Chronornancy and time traveling are nab 
ural tools for Guides. Since they are wiser 
than the no.rmal person, they beiieve they 
have the right to second-guess lustory. Guides 
often come from a well-schooled # upper-class 
background. J his forms the basis for their 
superior attitudes. 

Requiremenls: Guides must have a mini- 
mum Wisdom of 17, 

Role: In their natural times, Guides are 
often accepted members oi intellectua! circles. 
Tlris is where they âcquire and hone a good 


many of their ideas on what to change, and 
they frequently return to judge the difference 
with their colleagues. Most see them as schol- 
ars with theoretical models, but no more. 
Guides prefer ihis, since it helps them get 
more honest answers and keep a low profile. 

When dme traveling, Guides are methodi- 
caL Before approadiing an important event, 
they reconnoiter before and after it. If new 
information is turned up that could miluence 
their plans, they return hoine to consider new 
plans before attempting the change. Cuides 
know that they receive on!y one shot at alter- 
ing any event, and they are determined tc> 
make the most of it, 

When the event to be dianged is near, the 
Guide engineers a bold and powerful stroke. 
The direction in which they plan to strike is 
never apparent until the final seconds, since 
they are aware that other chronomancers are 
almotft certainly watching. 

Weapon Profkiencies: Many Guides make 
their changes by judicial application of a 
weapon at the appropriate time (not always 
fatallyl), Their first weapon must be a staff 
(for its better damage potential) or a sfing (for 
its range), They are limited to standard wiz- 
ardly weapons for later choices. 

Nonweapon Proficiencies: Required: Fu- 
ture History t>r Ancient History. Recowmendeti: 
(Chronomancer) Future Languages; (Priest) 
Religion; (Wizard) Ancient Languages, Read- 
ing/ Writing, Spellcraft 

Equipment: Guides take advantage t>f the 
fact that those traveling in the timestream are 
immune to alteratiöns. Before they make any 
changes to the timestream, Guides must pur- 
chase excellent histories concerning the event 
and its ramifications. Then they take these 
books with them so that the books are not 
changed. When they return, thev purchase 
new books so they can judge their accom- 
püshments by more tban their memories, A 
Guide tlius eventually owns one of the largest, 
most inaccurate Libraries in existence. 
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Special Benefits: Guides have an advan- 
tage vvhen planning an event alteration, The 
piayer is aüowed to ask the Dungeon Master 
for a piece of advice on any proposèd aiter- 
ation, assuming the Guidc carefully considers 
and researches the subject. The advice should 
be more of a suggestion than an answer. After 
all f there are so many variabies involved. 

Special Disadvantages: Due to the nature 
of their mission, Guides are t>ften hounded by 
other chronomartcers who wish to undo the 
"cTimes" the Guide has committed agaLnst 
the timestream. Guides can expect visits from 
the Guardians and othcr independent chrpno- 
mancers on a regular basis unless they take 
great pains to disguise their nature. Once they 
are reveaied, they are surely doomed. 

Wealth: Since Guides are often something 
less than thrifty concerning their research 
materials, they receive onlv (ld4+l) x.8 gold 
pieces to purchase initial eqinpment 


Hlstorlan 

This chronomancer is a scholar deeply 
infatuated with the past. Learning and accu- 
ratelv recording historical events drives the 
wizarcl to studv hard and develop skills that 
allow him to becoine a fine recorder of his- 
lory. Most I listorians never let on that thev 
are wizards, and even if they should happen 
to, tliey are more likely to describe themselves 
as "diviners of past eventsT 

Historians are adamant about not changing 
the past and are ahvays careful when time 
traveling. Thev prefer subtlety and intrigue to 
combaL but always fight to protect them- 
selves or the conHnuity of the timestream. 

Historiäns can be found almost anywhere, 
but most seem to come from the upper class, 
where they first found their love for histories. 
Girge urban areas are popular with this tvpe. 
due to tlne convenience oI Übraries, museums, 
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and a larger percentage of important people 
to observe. Historians are good at leaming a 
great deal about others while revealing little. 

Requirements: A Wisdom ol 17. 

Role: A Historian is normallv an accepted 
member of sodèty and has a iocaJ reputation 
for a superior knowledge of the past. Whether 
at home or traveling, the wizard can easily 
find work (for a cover or just for the money) 
as a scribe, sage, or adviser, 

Ceneral adventuring is good for this type 
only vvhen it leads to an area of interest or if 
information on the past is likely to turn up. 
Time travel is looked upon as an excellent tool 
for learning, and companions who exercise 
some discretkm while in another time are 
usuaily welcome, Future travel is rare, but the 
Historian might arrange it as an occasional 
favor to the others in the party, and some- 
times there may be a particular insight that 
can be achieved only bv looking at an event 
from further away, 

Weapon Proficiencies: Dagger, knite, and 
staff. A Historian may convert weapon profi- 
ciencies into nonweapon profiriencies. lf all 
three weapons are learned, the conversion is 
automatic thereafter. 

Nonweapon Proficiencies: Required: Read- 
ing/Writing. Recommended: (General) Mpdern 
Languages, Etiquette; (Chronomancer) An- 
cient History, Ancient Languages, Disguise, 
Local History. 

Equipment: A Historian must purchase 
pens, ink, and parchment with his starting 
money and should never be without them for 
the rest of tlie game. 

Special Benefits: The Historian can usually 
find an aliy in a learned perstvn, receiving a +2 
on reaction checks with such people when 
discussing intellectual matters. Those who 
react favorably offer shelter and food to the 
Historian and any companions. If the Histo- 
rian is attempting to sway someone t>f learn- 
ing froni his normal dulies, citing historical 
cases to bacjc his reasoning, the subject of the 


attempt must make a morale check al a -1 to 
avoid being convinced of the Historian's cor- 
rectness in the matter at hand. 

Special Disadvantages: The Historian is a 
reluctant time traveler. |ust by being in the 
past, he risks causing some sort of change to 
the historv that he wants to study. Historians 
refuse to interfere with the natural order of 
things under any circumstances. Also, due to 
a preference of books over fighting instru- 
ments, the Historian makes physical attacks 
as if one level lower than he renüy is 

Wealth: A Historian starts with 100 gp, 
plus the wizard's normal (ld4+l) x 10 gp. 
This is from research work and minor papers 
on history completed as an apprentice. 

Most wealth acquired wliile in a different 
time is used while there, in keeping with 
rnaking few disturbances. Decent sums are 
usually made on the liistory books the Histo- 
rian writes during spare moments. Thesc can 
be considered part of the wizard's training. 

Seer 

Seers are most interested in future events: 
prediction, prophecies, and shaping. Though 
these Chronomancers are extremely public, 
they hide their true nature by posing as nor- 
mal wizards. lf their ability to meddle with 
time were discovered, their prophecies would 
appear to be promises instead, and this could 
affect the outcomc of their "predictions." 

The predictions of these secretive wizards 
are usually based upon actual experience. 
They have no qualrns about Lnlluencing time 
if they are fairly sure about succeeding, but 
they are usually content to simply observe the 
future and report it in the past, however 
obliquely. Speaking too specificallv of the 
future could cause events to franspire differ- 
ently, fouling any prophecy made about Ihem. 

Seers prefer an obscure background, and 
most cannot be traced further back than their 
firsl puhlic predictions. Urban areas arepopu- 
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lar with them, especially those facing troubles 
with war, succession, or anv major problem 
among the ruling dass. 

Kequirements: The character must have a 
Charisma of 14 or better to become a Seer. 

Iiole: Societv averts its gaze from the Seer, 
fearful of what he may know. Seers' reputa- 
tions often precede them. Commoners know 
of them through largely false legends, but 
most of noble birth have accurate accounts of 
the Seers' "past” and treat them accordingly. 
Seers are rarely looked dowrt upon for fear 
that tliey might deny their servtces or, worse, 
spread secret knowledge to enemies. 

Unlike Guides, who are content to make 
changes in the past and quietly reap the bene- 
fits irt the future, Seers like to studv the future 
so that they wi.ll be noticed in the past. They 
aivvay.s seem to put in an appearance at awk- 
ward moments. They speak in riddles and 
half-truths that can be twisted to mean any 
number of things. Rarely ts this chronomancer 
type seen entering or leaving the area, a minor 
theatrical ploy to help increase the mvsticism. 
Atso, ü is not unusual for the Seer to have cer- 
tain props flike crystal balls) which have no 
use except as vvindow dressing. 

Once a new time is reached, Seers usually 
travel extensively through realitv, finding 
new areas in which to practice their handi- 
work. Seers love the glamour a prophecy can 
bring tliem, and they often go out of their way 
to promote themselves through demonstra- 
tions of poWer. No matter how public their 
lives, though, they jealously guard the source 
of their powers. 

Seers prcfer to travel far back in time, thcn 
prpceed forward slowly, capitalizing on their 
growing reputation for accuracy as well as 
rumors of immortality. If a Seer fails drasti- 
cally, he may attempt to correct the blimder or 
simply jump forvvard farenough that the one 
mistnke has (hopefully) been forgotten. 

Weapon Proficiencies: The Seer is requirèd 
to take the staff as his initial weapon choice. 


Later choices are limited to the normal wiz- 
ardly weapons. 

Nonweapon Proficiencies: Required; Pro- 
phecy. Recommended; (Chronomancer) Fu- 
ture History, Future Languages, Time Sense; 
(Priest) Religion; (Warrior) Gaming, Weapon- 
smithing; (Wizard) Reading/Writing. 

Equipment: A Seer must purchase an item 
during initial outfitting that could be in- 
eluded in a prophecy. A sword or dagger of 
unusua! decoration or design would be a 
good choice, but more colorfui items could be 
chosen for esoteric purposes (try having the 
character work a hrass hourglass into a good 
prophecy). Tliis item must be kept in brand- 
new condition, or it detracts credibility from 
any prophecy. 

Thc baiance of the character's starting 
money may be spent or saved as desired. Any 
major prophed.es the character makes should 
always include a magical item assigned a spe- 
cial purpose. This item is usuaüy tlie respon- 
sibility of the Seer to acquire and intrtiduce to 
the associated parties. 

Special Benefits: If a Seer has a string of 
accttrate predictions, especiaUv invoiving an 
Lnfluential person, a reputation for infailibU- 
ity precedes hirn. This grants a +3 reaction 
adjustment with any importanl individuals, 
since they can find use for such a person and 
fear upsetting the Seer. Positions in roval 
ctuirts are not uncommon for seers of out- 
standing abilitv. 

Special Disadvantages: If the Seer has had 
a string of fai lures or one extremely bad fail- 
ure, the Seer has a -3 reaction adjustment 
from people who have heard of him. People 
hate a con artist, and that is what ihey assume 
the Seer to be. 

Wealth: A Seer starls out adventuring vvith 
(1 d6+l) x 10 gold pieces. Tliis excellent chance 
for a higher starting level of wealth is mostlv 
ovved to the possible sldeline income from 
"fortune telling” in the Seer's apprenüceship 
days. 
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Traveler 

Travelers are most akin to the standard 
adventuring wizard Ln that they have no set 
goaj but to learn and advariee in their claosen 
profession. All aspeets of chronomancy and 
Temporal Prime fascinate tliis character type. 
Most known dironomancers are Travelers, as 
they take no pains to hide their status as a 
wizard and sometimes go to great lengths, 
even flaunting their ability to manipulate 
time, to be sure people remember them. Even 
so, they guard the mechanics of tlneir magic as 
well as anv other chronomancer, ensuring 
that they remain unique among wizards, 

Travelers visit other tirnes like most adven- 
turers visit the local ruins. They tend to iook 
out for number one, being very self-important 
and always watclung the scene unfolding 
around them to figure how it might best bene- 
fit them. Like most dironomancers, Ttavelers 
tend to head for tlie action. This eharaeter can 
be found near important events or people— 
rarely in hiding. 

Requirements: Anv chronomancer can be 
a Traveler 

Role: Travelers are normallv considered 
Lhe "black sheep" of chronotnancy, sinee they 
tend to cause trouble, purposefully or inad- 
vertently, wherever they go. They have no set 
goal or rules that they iive by but they Üke to 
be invol\ r ed in importarit events. Most people 
give them the respect due a wizard, but their 
meddJrng can cause thelr welcome to be worn 
thin rather quickly. 

Travelers love being on the road, whether 
on Tempora) Prime or dawdling about in the 
past or future. Their travels usually begln as a 
set uf random hops to different tirne frames, 
and they rarel\ stay in reality for longer than 
necessary before time travelxng again. Even- 
tually thev find some typc of chronal puzzle 
or mconsistency and begin tracking it. This 
leads to more time hopping, but now with a 
purpose. 


Weapon Proficiencies: Initially, Travelers 
are required to take either the knife or dagger. 
Later, they may choose any sort of weapon 
that they wish, within the normal wizard 
restraints. 

Nonweapon Proficiencies: Required: None. 
Recommendeâ: (Chronomancer) Disguise, 
Fuhire History, Fuhire Languages, Local His- 
tory; (Thief) Reading LLps, Tumbling; (Wiz- 
ard) Ancient Historyv Ancient Languages, 
Reading/Writing, Spellcraft 

Equipment: Due to the predicaments in 
whieh Travelers often find themselves, it is 
recommended that several knives or daggers 
be bought and secreted about their persons, 
There are no other requirements. 

Special Benefits: The Traveler spends so 
much time learning about chronomancy and 
practicing it that the usual probtems most 
chronomancers suffer when dealing with 
temporal forces are lessened or done away 
with aJtogether* Ln ettect, when any kind of 
Wisdom check for something related to time 
travding is required, the Traveler gains a + J 
bonus. This would apply, for instance, to a 
charaeter covered with strands (see page 34) 
trying to return to realitv. 

Special Disadvantages: Due to their self- 
promoting nature, Travelers tend to attract a 
lot of attention. This can wurk against them in 
several ways. If Guardlans delermine that 
their presence is harmful tö the timestream, 
they are easy to öttd. Also, powerful people in 
nearly every age are bound to covet a Trav- 
eler's powers, whether they wish to alter the 
past or to ensure a pnrticular vision of the 
future. These people are not likely mince 
w'ords about getfing what they want 

There is nothing that Travelers can really 
do about Lhis problem. Their overwhelming 
attraction to the spotLight eventually causes 
them to seek the notorietv from which they 
then suffer. 

Wealth: Travelcrs reccive the standard wiz- 
ard's wealth of (ld4+l) x 10 gp. 
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Chronomancer Subdasses 

As the chronomancer school is a special 
one, demihumans are not aliowed to multi- 
class with it, but chronomancy is an elite 
school. A character able to meet the chrono- 
mancer's ability score prerequisites would 
have the potential to excel in many areas. 
Branching out into other tields cuts into a 
chronomancer's spelicasting abiiities, but 
oniy slightiy compared to the potential gain, 

Two subciasses exist for chronomancers, 
one with warrior qualities and one with rogue 
qualities. A member of these subclasses may 
still take the character kits from the preceding 
section. 

The characters who follow these subdasses 
are assumed to be devoting almost ail of their 
time to studying and learning. Dungeon Mas- 
ters should closeiy watch any characters who 
choose oneof the subclasses. A lapse in proper 
study habits on their part (at least in circum- 
stances under their control) means the loss of 
one haif of the experience points gained since 
their last levei increase. 

Common Ground 

Elves, haif-elves, and humans (who cannot 
he dual-classed) can opt for a subclass. These 
subclasses have a few guideünes in connmon 
when dealing with restrictions and level lim- 
its. Unless a change is specified here or under 
fhe subcfass fieading, (he originaf chrono- 
mancer guidelines apply. 

Restrictions: Armor can be wom according 
to the chronomancer's secondary class (war- 
rior or thief), but unless the annor is elven 
chain worn by an elf or half-elf, the character 
may not cast speils. Weapt>ns may also be 
chosen according to the secondary class, but 
spellcasting may not be accomplished while 
any nonwizard weapon is Ln hand. 

Racial Level Limits: Demihumans who 
choose to follow a subdass are limited bv the 


racial level limits for the secondary class. A 
half-elf is therefore limited to a 14th-level 
TemporaJ Champion (chronomancer/war- 
rior) or a 12th-level Temporal Raider (chrono- 
mancer/rogue). An elf is limited to the 12th 
level, regardless of subdass. 

Temporal Champlon 

The Temporal Champion is a eombinahon 
of chronomaneer and warrior, originally 
based on characters that time traveled to 
engage in combats in other times or against 
legenidarv or future opponents. The subdass 
has changed in the vears it has been known, 
and while it still demands great discipiine, 
the driving force is not necessarily combat. 
Some still search for the uitimate battie or the 
"promised" fight. Others are now stressing 
their chronomantic heritage and applying 
their flghting skillsin service to their intellec- 
tual pursuits. Many find reasons on both 
sides of their nature that motivate them to 
foiiow tiris path. 

Besides the normai [ntelligence and Wis- 
dom minimums, a Temporai Champion also 
requires a minimum Strength of 15 and a 
Constitution of 14. Champions attack using 
fighter attack tables, but cannot specialize in 
particular weapons or use the multiple attack 
bonus. Although they do not get tlie Constitu- 
tion or Strength bonuses of the wârrior elass, 
Temporal Champions mav attract followers 
as per normal warrior rules. 

Changes to the normal experience awards 
for warriors are listed on Table 3. Table 1, con- 
cerning chronomancer awards, also applies to 
the Temporal Champion. As with regular 
chronomancers, the character ne\’er receiv'es 
the 10% bonus to experience points for having 
liigh abilitv scores. 
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Table 3: Temporal Champlon 

Indlvldual Experience 


Action 

XP Value 

Per liit die of creature 


defeated 

lOXP/hit die 

Per hit die of temporal 


creature defeated 

25 XP/hit die 


Champions progress between levels more 
slowly than normal chronomancers, and ilieir 
Hit Dice are on the low side of an average 
betweën the Hit Dke of the two classes. Con- 
sult Table 4 for level advaneement and Hit 
Dice. I hey make saving throws as wizards. 


Table 4: Temporal Champion 


Experience Levels 


Level 

Experience Points Hit Dice (d6) 

1 

0 

1 

2 

4,000 

2 

3 

8,000 

3 

4 

16,000 

4 

5 

30,000 

5 

6 

60,000 

6 

7 

120,000 

7 

8 

200,000 

8 

9 

350,000 

9 

10 

700,000 

9+2 

11 

1,01X1,000 

9+4 

12 

1,500,000 

9+6 

13 

2,000,000 

9+8 

14 

2,500,000 

9+10 

15 

3,000,000 

9+12 

lf> 

4,000,000 

9+14 

17 

4,500,000 

9+16 

18 

5,000,000 

9+18 

19 

5,500,000 

9+20 

20 

6,000,000 

9+22 


Spelldevel progression proceeds at a pace 
equivaleni to the normal chronomancer, but 
fewer speLls are available to memorize Table 


5 details the rate of spell progression but dt>es 
nnt include the bonus spell every chrono- 
mancer receives with access to a new spell 
lev.el. The Temporal Champion gains the 
other specialist benefits and hindrances of the 
chronomancer, with one exception. The +10 
bonus when attempting to learn a chrono- 
mancy spell is eliminated. 


TemporaJ Raider 

The Tempora! Raider is a combination of 
chronomancer and rogue. The Raider began 
with greedy chronomancers wanting to steal 
things in other Hmes. Unskilled, these chrono- 
mancers soon recognized the need for rogue 
abilities. They tslowly acquired the necessary 
skills, until the Raider is now equally at home 
Ln a thieves' guild ora wizard's Ubrary* 


Table 5: Temporal Champlon 




Spell Progresslon 

Wizard 

Level 123 

Spell Level 
4 5 6 

7 

8 

9 

1 

1 









2 

1 

— 

-- 

— 

___ 

- . 


-- 

— 

3 

1 

1 








4 

2 

1 

—- 

-- 






5 

2 

1 

1 







6 

2 

1 

1 

■- 

— 

— 

—* 



7 

2 

2 

1 

1 

— 

— 


— 

— 

8 

2 

2 

2 

1 

— 

— 

— 

— 


9 

2 

2 

2 

1 

1 

- - 

-- 

-- 

— 

10 

2 

2 

2 

1 

1 

— 

— 

— 

— 

11 

2 

2 

2 

2 

2 

- 

-- 

-- 

— 

12 

2 

2 

2 

2 

2 

1 

— 

— 

-- 

13 

3 

3 

3 

2 

2 

1 

— 

— 

_ 

14 

3 

3 

3 

2 

2 

1 

i 

— 

— 

15 

3 

3 

3 

3 

3 

1 

i 

_ 

— 

16 

3 

3 

3 

3 

3 

2 

i 

1 

— 

17 

3 

3 

3 

3 

3 

2 

2 

1 

-- 

18 

3 

3 

3 

3 

3 

2 

2 

1 

1 

19 

3 

3 

3 

3 

3 

i 

£m 

2 

2 

1 

20 

3 

3 

3 

3 

3 

2 

2 

2 

1 
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A number of TemporaJ Ralders still prac- 
ttce their skills in the pursuit of acquiring 
wealth. Others simply use their rogue abiiities 
as a secondary means of achieving their 
(often) more honorable ends. 

Besides the normal minimums a chrono- 
rnancer must have in Inteliigence and Wis- 
dom, a Temporal Raider requires a rninimum 
Dexterity of 14 and a Charisma of 13, Raiders 
get the thief's attack rolls, ability to backstab, 
and use thieves' cant, and the normal restric- 
tions a thief has for building a stronghold and 
a ttracting followers apply to the Raider, Most 
importantly the Raider has the use of thiev- 
ing skitls, although the base levels of these 
skills dift’er from a thief's as deseribed later. 

Individual experience awards are modified 
slightly from the usual thief awards, Consult 
Table 6 for guidellnes on Temporal Raider 
awards. Tabte I, concerning chronomancer 
experience, still applies, As with other chröno- 
niancers, Raiders never receive a 10% bonus 
to experience for their ability scores. 


Table 6: Temporal Ralder 

Indtvldual Experience 

Action 

XP Value 

Use of a spccial abiüty 

Treas u re o b tained 

100 XT/success 

tlii'ough thievery 

Use of a special abilih 
to further chrono- 

2XIVfiP 

mancer goal 

25Ü XF/ success 


Temporal Raiders progress between levels 
at a slower pace than the slandard clirono- 
mancer, but not nearly as slowly as the Tem- 
poral Champion, Consult Table 7 for the 
Temporal Raider's lev^ei advancement and 
Hit Dice, The Hit Dice are on the low side of 
the average between ihe chronomancer and 
rogue cldsscs, In fact, the Raider's Hit Dice 
are treated the same as any other chrono- 
mancer's would be. Raiders save as wizards. 


Table 7: Temporal Ralder 


Experience Levels 


Level 

Experience Points 

Hit Dice (d4) 

1 

0 

1 

2 

3,500 

2 

3 

7,000 

3 

4 

14,000 

4 

s 

28,000 

5 

6 

55,000 

6 

7 

110,000 

7 

8 

220,000 

8 

9 

400,000 

9 

10 

840,000 

10 

n 

1,280,000 

10+1 

12 

1,720,000 

10+3 

13 

2,160,000 

10+4 

14 

2,600,000 

10+6 

15 

3,040,000 

10+7 

16 

3,480,000 

10+9 

17 

3,920,000 

10+10 

18 

4,360,000 

10+12 

19 

4,800,000 

10+13 

20 

5,240,000 

10+15 


The Temporal Raider's spell level pro- 
gression proceeds at a pace equivalent to 
the normai chronomancer, but fewer speils 
are available to memorization. Again, the 
penalty is not quite as harsh as with tlie Tem- 
poral Champion. 

Table 8 detalis the rate of the Temporal 
Raider's spell progression, but it does not in- 
clude the bonus spcll every dironomancer re- 
ceives when access to a new spell level is 
gained. The Temporal Raider gains the other 
specialist benelits and hindrances of Ihe 
chrönomancer with one exception. The +10 
bonus when attempting to learn a chrono- 
mancy spell is eliminated. Just as with the 
TemporaJ Champion, though, this does not 
affect the chronomancer's abiiity to automati- 
cally learn one chronomancer spell with each 
new level of ahility 
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Table 8: Temporal Raider 
Spell Progresslon 

Wizard Spell Level 

Level 1 2 3 4 5 6 

7 

8 

9 

1 

1 



*- 






2 

1 









3 

l 

1 

— 

— 






4 

2 

1 








5 

3 

1 

1 

— 

— 

— 

— 

_ 

“ 

6 

3 

1 

1 

— 

_ 

— 

— 

— 

— 

7 

3 

2 

1 

1 






8 

3 

2 

2 

1 

-— 

—. 

-- 

— 

— 

9 

3 

2 

2 

1 

3 

— 



— 

10 

3 

3 

2 

1 

1 

— 

— 

— 

— 

n 

3 

3 

3 

2 

2 

— 

— 

-- 

— 

L2 

3 

3 

3 

3 

3 

1 

— 

— 

— 

L3 

4 

4 

4 

3 

3 

1 

— 

-- 

_ 

14 

4 

4 

4 

3 

3 

l 

1 

-- 

-- 

15 

4 

4 

4 

4 

4 

1 

1 

— 

-- 

16 

4 

4 

4 

4 

4 

2 

1 

1 

— 

17 

4 

4 

4 

4 

4 

2 

2 

1 

-- 

18 

4 

4 

4 

4 

4 

2 

2 

1 

1 

19 

4 

4 

4 

4 

4 

2 

2 

2 

1 

20 

4 

4 

4 

4 

4 

3 

2 

2 

1 


Raider thieving skiils differ only in their 
base sGprcs (see Table 9) and mqdtfyirtg points 
allotted. A Raider begins with onlv 40 potnts 
(instead of 60) to distribüte among the scores 
and every level gains only another 20 points 
(instead of 30). 


Table 9: Raider Sklll Base Scores 

Skill 

Base Score 

Pick Pockets 

-5% 

Open Loeks 

10% 

FLnd/Remove Traps 

-5% 

Move Silently 

10% 

Hide in Shadows 

5% 

Detect Noise 

10% 

Climb WalLs 

45% 

Read Languages 

5% 
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1t is done. 

This day have I accomplished something worth 
my decades ofstudy, experimeniatbn, and failurc; 
I touched a new dimension and walkcd on a new 
world. The momenlutn of time not only can bc 
imnipulated, but observed, measured, and tnoved 
through. There is a itigher state of existence, or a 
more basic one, depending on viewpoint, and f 
alone mighl be the sole possessor ofits secrets. 

—The tinal enfry in 
Tht' First Joitmal of Kamiahm 

Temporaf Prime is a pseudo-reality that 
permeates even r plane of existence among the 
afternate realitics. There, tirne exists in a phys- 
icai state that can be looked at, measured, and 
moved through. 1t is from TemporaJ Prime 
that a ehronomancer draws mystical energv, 
and it is bv traveling Temporal Prime that one 
may journev to the past or future. 

Temporal Prime has been referred to as one 
of the innermost pfanes, beyond even the ele- 
mental planes. There is a certain measure of 
truth to this, since time is a basic component 
of every plane of all known realities, as impor- 
tant as length, width, and deptli. This notion 
is not quite accurate, tliough. 

AIl planes of kuown realities are reflections 
cast by the existence of linear spirits and sub- 
stances with in the dimensional plane of Tem- 
poral Prime. The element.d planes are the first 
reflection, that of linear substance, The outer 
planes are the last reflection, that of linear 
spirit. And the basic Prime Material plane of 
reality that balimces between them is a merger 
of substance and spirit: life. 

Although the planes of existenee stem from 
the dimensional planes, and the proper view- 
point for explanations might be from this 
direction, it is the specific interaction of linear 
creatures with Temporal Prime thal this hook 
is most concerned with. To make matters as 
dear as possible, the foilowing information is 
presented from the viewpoint of such crea- 
tureswhen possible. 


Beyond Time 

Temporal Prime would not he the only 
dimensional plane, of course. Beyond itwouid 
be length, width, and depth. The concept of 
these planes escapes the grasp of llie human 
rnind, and it is uniikely that life or matter as 
we know it could exist there. 

So from where do life and matter spring? 
Are there dimensional planes nestled hetween 
depth and time that contain the building 
blocks of matter? What ahout magic or phvsi- 
cal laws such as gravity? If deities created the 
midtiverses, are they made of these blocks, or 
clid fhey make the blocks? Where does the 
DM caLl a stop? The answer is: Wherever he 
wants. Players who wish to spend time inves- 
tigating these questions can he swayed hy the 
simple statement, "It is beyond the ken of 
understanding, and likelv fatai if tampered 
with." 

The Bullding Blocks 

To truly understand TemporaJ Prime, one 
musl first understand lfnear existence and the 
way in which linear organisms are rcpre- 
sented in this pseudo-reality. 

t inear Exlstence 

Born at point A and dying at point Z, living 
organisms experience every point Ln between 
as a separate event. Shrink the points down to 
the smailest observabte unit, and still no two 
points ever occur simultaneously. 

Now consider an inanimate object, such as 
a rock, which does not observe its environ- 
ment. It may be eroded by the weather, moved 
by a passing animal, and fail into a stream 
with other rocks and help divert Ihe stream's 
course. These events can be established as dif- 
ferent points in the rock's existence. There- 
fore, an inanimate objeet also interacts vvith 
its environment in a linear fäshion. 


- 
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This creates the basis for motion. Any forni 
at rest with its environment still progresses 
through lincar time. If looked at from the re- 
verse view, time flows past the form in a sin- 
gle direction. Tinis motion is one current in Lhe 
stream of time* 

A timestream is developed from an endless 
number of these currents, some stronger than 
others, and the wav these currents interact 
with each other The main difference between 
fiving and inanimate forms is that life deliber- 
ately acts upon its environment, while Üfeless 
matter is acted upon, A plant has a limited 
forrn of inteiligence that drives it to extend 
roots and seek nutrients in the soil, A creature 
operates on instinct and cunning, other times 
with logic and reasoh, to dedde where to 
hunt how to lumt, and what to himt. In either 
case, an evenl h as occurred and time is altered 
downstream. Fossibly, in the case of the crea- 
ture that just hunted down a less intclligent 
creahire for food, time has been altered for 
more than one lifeform. This ability to make 
dedsions and influence other Hfeforms, other 
currents, makes living organisms important 
variahles in time-space. 

At a higher level, consider a humanoid 
creature bom at point A who becothes power- 
ful. At point V t this humanoid dies, but the 
current does not immcdiately dissipate. 
Through üthers with whom Lhis beijig has left 
an impression, the humanoid's influence is 
still felt—a hand reaching from beyond the 
grave to inleract with the living, The current, 
and therefore time, has momentum 1hat 
drives itbevond the humanoid's death. 

At point Z the current dissipates. Thc 
direct influence of the humanoid is no longer 
felf (the dissipation takes longer with those 
who make stronger impressions), but its dri- 
ving force has added strength to those about 
it The momenturn has not heen lost but spread 
among nearhv currents. The sti’eam's overall 
momentum huilds toward infinity in this 
way, dovvnstream currents shaped bv the 


upstream ones. Tlvis temporal force is vvhat 
people call destiny. 1t dpes not remove free 
wül from any creature, but it resists radical 
changes to the flow of time-space. If the child 
of a peasant wished to föllovv a political life, 
that child would encounter heavy resistance, 
It might seem to come from those nearby, but 
it is the driving force of time, its momentum, 
that Ls the underlying cause. 

Motion, current momentum—these are the 
basics of the linear temporal existence ol most 
lifeforms, laws that govem the planes of real- 
itV/ as does gravity, These basics also shape 
the physical existence of Temporal Prime. 


With a basic idea as to the mechanics of 
interaction between time and linear organ- 
isms, the next step is understanding the rep- 
resentation of linear life on Temporal Prime. 

As any lifeform moves through reality the 
temporal current sweeping around it marks a 
physical traÜ on Temporal ITime, This is simi- 
lar to a worm burcowing through the earth; 
however, the entire wormhöle is present from 
start to finisb, and the worm moves along it. 
The worm has had free choice of which turns 
to make, but on Temporal Prinie, aU of these 
decisions exisf at once, so the trait looks com- 
pletely formed. These trails are known as iife- 
UneSf and their characteristics approximate 
the importance of that üfeform to time-space. 

Lifelines appear as cablelike lengths from a 
quarter-inch to several inches thick. Tluckness 
represents the elevation of the lifeform above 
others, separating general groups by thcir 
potential for greater influence. Humanoids 
and thc more intell igent or dangerous crea- 
tures, for exampte, Leave some uf the thickest 
lifelines, while the lines of domestic animals 
are thm. Plant life leaves the thinnest lines of 
all. In fact these Hnes usually have no sub- 
stance to them. Called ghosUiries, Lhev are dis- 
tingtiished by a ha/y edge tind can be passed 
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through without disrupting them. 1t takes a 
very important piant, such as one that pre- 
vents a person from starving, to have a iine of 
substance. There are no documented cases of 
a humanoid having a ghostline until after 
death. The ghostline exists for as long as the 
humanoid's momentum affects others. It 
grows thinner as the momentum spreads its 
driving force to nearby lifelines, finally disap- 
pearing as all its momentum is transferred. 

LiieTines range from a normai pale siiver, 
almost translucent, to a rare bright silver. This 
indicates the importance of the individuai 
organism at that particular time. A common 
peasant might have a pale iifeline for most of 
her Life, but it can run bright süver at certain 
points. She might think up a better design for 
a harness or walk within 20 feet of the em- 
peror. The new harness might never be 
invented, or she might not say anything of 
eonsequence to the emperor, bul the potential 
stiü exisLs, even if not acted upon. By contrast, 
a king wouid probably have a brighter iine 
his entire life, since the siightest event could 
inspire him to great changes. By definition, a 
person who travels Temporal Frime is impor- 
tant to time-space—because of the changes 
they couid make—amd always has a thick, 
brightsiiver llne. 

Chronomancers use these telltale signs to 
know where the action is. 

Temporal hime 

Temporal Prirrte appears as an infinite 
expanse of biack space with an infinite num- 
ber of timestreams flowing through it. The 
timestreams a creature can perceive are sepa- 
rated by vast distances partially filled with a 
thick, bluish gray mist-smoke. 

Viewed from afar, if the mist-smoke vvasn't 
obscuring the observer's view, a timestream 
would appear as a pale silver cord, or perhaps 
a river, stretching from one höri/on to another 
in a basicaily straight course. Each piane of all 


possible realities is represented on Temporal 
Prime by a separate timestream that, upon 
moving closer, is seen to be a collection of 
intertwined silverish lines—the lifelines of the 
that plane's residents. A timestream repre- 
sents the course of history fctr that plane from 
hypotheticai beginning to speculative end. 

A chronomancer's perception ts iocked into 
whatever plane he was on before entering 
Temporal Prime, so the timestream of this 
plane, and the alternate versions of thisplane, 
are all that can be seen. This accounts for the 
vast areas found between timestreams, space 
Ln whiclv the timestreams of other planes are 
flowing but cannot be seen. 

If, for example, a chronomancer entered 
Temporal Prime from the plane of Elemental 
Fire, every timestream he could perceive 
would be an alternate version of Elemental 
Fire. If he were to travel back to reatity, some- 
how move over to the third plane of the Abyss, 
and re-enter Temporal Prime, each time- 
stream he can now pereeive is an alternate 
third plane of the Abyss. This phenomenon is 
due to severaJ factors, such as the different 
rate at which time flows within different 
planes, but it is a natural limitation of the 
humanoid mind. 

Conceivably, the chronomancer could find 
a way to open the timestreams of other pianes 
directly, but the difference in temporal current 
would be dangerous. Also, if he somehow 
made all timestreams visible, the chrono- 
rnancer would only see masses of lifelines 
and would not be able to tell where one real- 
ity/plane ended and another began. 

End of the Llne 

If the chronomancer managed to travel 
back or ahead far enough, an end to the life- 
lines would be found, These ends correspond 
to a tirne before life appeared on the world 
and a time after all iife disappears from the 
world. Neither is an end to the timestretim. 
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Linear substance does not leave a physical 
trace on Temporal Prime, but it still exists, 
Within the timestream, the mist-smoke still 
travels in thinner, more turbulent patterns, 
while in the true void, it condenses and flows 
together much more smoothly. Travel within 
the boimdaries of the timestream past the life- 
tines is exactly the same. The characters can 
still slip into reality, though the conditions 
may be unsuitable for humanoid life. 

Inslcte the Tlmestream 

A chronomancer in Temporal Prime ap- 
pears near the middle of the timestream, ap- 
parently floating in midair, surrounded by a 
vast wilderness of lifelines. Some lines run 
straighf with no major twists, vvhile some 
writhe as living things in reality interact with 
each other, but all Ufelines run in roughly the 
same direcdon. They could be left to right, 
back to front, or up to down, depending on 
the viewer's orientation, but the lines are 
always running from tlie past to the future. 

A birth ean be detected bv a second lifeline 
splitting from the original, and a death by the 
gradual fading of the line into a ghostline and 
then nothing. The lifelines of people involved 
in intense interactions (a husband and vvife, 
or a band of adventurers being devoured bv a 
black drâgon) vvould intertvvine so tightlv 
tliat one could not pass a hand between them. 

The lifeline belonging to anv organism that 
slips to Temporal Prime stops at that instant, 
and a trail of silvery mist follows it in the 
same way as an astrai tether. The tether is nol 
permanent, but any given portion does not 
fade unfil the owner is at least two davs of 
rtormal travel distant. When the lifeform slips 
back to realitv, Ihe tether completely fades, 
and the tifeline on Temporal Prime continues 
frnm the point entered. On a plot of time, it 
appears that the lifeline has a large gap in il. 
More of this is covered in detail in the follow- 
ing chapter. 


Some areas in the timestream have few or 
no Iines, and some areas are impassable due to 
the civnt tangle of thousands of lifelines. Tlve 
location of the lifeform in reality often dictates 
which lifelines are close. Normally there is 
room enough between lines for a person to 
pass easily. Even in areas corresponding to 
crowded cities, the lifelines do not normally 
impede passage. Event tangles are usually 
small, only a few dozen lines, easily passed 
quickly by, but they can grow large enough to 
impede progress for severai days or prevent a 
chronomancer frnm reaching the nexus. 

An event tangle usuallv occurs by at least 
one bright silver line (and probably more) 
tying large numbers of others together, but it 
could also begin with sometlring as simplé as 
a natural disaster. Eitherway, tlieevertt equates 
to a focal point of time-space affecting anv- 
where from dozens to thousands of lifeforms. 
Tlie deciding battle of a war, the tissassination 
of a monarch, and councils betwcen coun- 
tries, large cities, or very powerfuJ wizards 
might be possible event tangles, 

Ä light, bluish gray mist-smoke exists 
among the lifelines—the same substance 
found in the voids between timestreams. Tlvis 
is a representation of the momentum of time, 
it being so great it has begun to intrude in a 
physical sense. Within the timestream, it alter- 
nates between thin sheets and wispy tendrils 
drifting in the direction of the future as if 
blown by an unfelt wind, RegardJess of a 
character's speed of travel, tlie mist-smoke 
always drifls slightly faster. Within tlie mist- 
Smoke are small threads of matter known as 
strcmds. These vary in length from one to six 
inches, and are usually invisible. Those that 
can be seen appear as smali wbitc threads, 
and their effect is discussed later. 

Many features of Temporal Prime have not 
been discussed in detail or at all. Most of 
them can be classiiied as disruptions to the 
normal Mow of time, and their explanations 
are best withheld unti] later. 
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Several smallforays into this new world leave 
me urith questions and new directions for study 
that orcrwhelrn what liitle I learn. Hours spent 
tvithin the s amefragment of what I believe to be a 
dimensional planeare yielding few results. 

My plan isfor a ptvlonged stay in this pseudo- 
reality. I have assembled the equipment I may need 
lo keep myselfsafe and aware of ttty route of travel. 
Perhaps l may leam more ofthe larger picture and 
might begin to understand its secrets, only the 
slightest of which I have penetrated. 

—Opening lines of 
Tlte Secand fourrtal of Kandahrt 

Anyone travefing Temporal Prime must 
understand that there is much unknown 
about it. Questions arise. How did Temporal 
Prime come about? Where did the creatures 
come from? How can linear beings exist out- 


side of their natura! time-space? Good ques- 
tions, but if the chronomancers know, they 
aren't teliing. 

Many genernl aspects, and even some spe- 
cifics, are common knowtedge among those 
who study the phenomena of Temporal Prime: 
how to get there and back, the effect of grav- 
ity, how to travel through time, the hazards of 
this pseudo-reality. These are details which 
are easily discovered tlirough a bit of testing 
by anyone traveling Temporal Prime. 

Slipping into the Scene 

Travel to Temporal Prime has been referred 
to as expanding one's consciousness. Since 
the planes of existence are reflections of this 
pseud o-reality, Temporal Prime must ajways 
be present within any plane, but at a level too 
basic for tinear creatures to comprehend. In 
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theory, instead of fcraveling to reach Temporal 
Prime, a character remains at rest and expands 
his Wisdom to overiay the reality about him- 
self with Temporal Prime. In effect, he men- 
tally forms Temporal Prime around himselh 
Thncslip is the normal method of reaching 
Temporat Prime, but unless you are a chrono- 
mancer or knovv one, it is hard to eome by. 
Chronomancers guard their secrets well ; 
often to the point thafc it is amazing that they 
manage to ever trust an apprentice. 

Timeslip is relativety weak, only a 2nd-level 
spell, which suggests that the barrier between 
reality and Temporal Prime is extremely thin. 
The spell manipulates the Wisdom of the 
recipient, making the caster more conscious of 
the flow of time. It is less like opening a door- 
way, and more a matter of shifting mto a state 
of higher temporal activity or becoming less 
linear. II the highest state of temporal activity 
could be reached by a creature, tt w ? ould exist 
much like a tirne dimensional (see page 94), its 
consciousness extending through tirne. 

Crcatc sUpgatc does establish a doorlike 
channel between reality and Temporal Prime, 
meaning that slepptng across the threshold 
trlggers a timeslip effect. Umited wish can 
duplicate these effects, and wish should open 
a channel to the pseudo-reality, but only i± 
used by a chronomancer. Other spells make 
temporary contact witli Temporal Prime, but 
oniv these that have been mentioned can 
actuallv get charactcrs there and back, 

If a magical itenTs effect is similar to any of 
the spells mentioned above, it should aliow 
travel hetween reality and Temporal Prime. 
IJsker's portal key is the best known of such 
items. The weir of KanAahm and certain of the 
imr's gems also allow such travel. There have 
been rumors that at least one amulet of the 
planes has a setting for TemporaJ Prime, but it 
is unlikely, since travel between planes differs 
from sllpping nvto Temporal Prtme, 

The temporal dog (see page 90) can slip 
between Temporal Prime and reality, but only 


the time dimensional (see page 94) can trans- 
port another being with it, and getting it to 
cooperate can be difficult. If the characters 
were inside an extra-dimensional space, such 
as a portable hole t fastened to a temporal dog, 
they would find themselves transported to 
the timestreams attached to that pocket di- 
mension—not too usefuL 

The final way of traveling to Temporal 
Prime is the timestorm (see pages 36-37). 
Where a timestorm springs up, the chance 
that it takes "riders/' and where "riders" are 
deposited on Temporal Prime are up to fhe 
wfnds of fate (or the DM). These storms are 
impossible to predict, and they are a une-way 
ticket. They do not occur on Temporal Prime. 


When you slip to Temporal Prime tiie first 
time, vou always seem to be near the middle 
of the timestream—never dead center, but 
close. Reasons for this vary, but the truest is 
that when a creature is able to reach that 
higher level of temporal activitv, it overlays 
reality with Temporal Prime. In a creature J s 
mind, the center of the world is never too far 
away from it. That and the basic will to sur- 
vive, Uie belief that its Hfe is the most pre- 
cious, focuses everything around itself. 

This doesn't work perfectly, though. Other 
creatrures stip to Temporal Prime, also for 
their first time, forming the timestream 
around themselves. A median range occurs 
that places ail slipped creatures close to the 
same range from middle. Interestingly 
enough, if an observer on Temporal Prime 
watches a new creature slip in, the time- 
stream does not rearrangc itself to place the 
creature toward the middle. The dimension 
has apparently already adjusted the time- 
stream to account for the various slips. A few 
Üfelincs can be seen to move—the Irnes the 
creature would have affected if it had 
remained ur reality, 
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More on Timestream Formation 

Careful deliberaiion on the mechanics 
behtnd the timestream tums up some discrep- 
andes, If the timestream exists outside of lin- 
ear time, why don't the characters meet them- 
selves in Temporal Prime? Also, if Linear time 
exists at a single point, eventuailv a chrono- 
mancer would be timeslipping to or from 
every point in a world. Hovv does the time- 
stream arrange for the characters to appear 
near the middle of the timestream? 

It comes back to temporal activity. While 
the timestream may exist outside of linear 
time, the character does not. If the character 
became nonlinear, he would effectively be a 
time dimensional, and it's unlikety that he 
could again interact with the known world, 
So, tirne still exists on TemporaJ Prime. 

With that in mind, it is understandable that, 
at any given Lnstant, only a certain number of 
slips occur—very few, when the total number 
of chronomancers is considered. The time- 
stream interacts along this limited form of 
time and shifts very subtly, bevond human 
detection, to ensure the slips take place closer 
to center. Though lifeiines appear to run a 
straight course, thev actually angle just enough 
to travel from the middie of the timestream 
out to the edge and back again, If a character 
could stand outside of linear time completely 
(as a dimensional), the lifeLines would be 
seething in the timestream to keep the slip- 
pagefrom reality toward the center. 

Whlch Way Is Up? 

Tempond I’rime is adaptable to the individ- 
uat, as much of it is governed by perception. 
Time, air, gravitv, distance—all of these nor- 
mally fixed phvsical conditions are depen- 
dent on the observer. Technically, none of 
these except time exist on Temporal Prime. 

Time Differential. Time exists here in 
forms never before imagined. This can cause 


some uncertainty about spell durations, how 
a character ages, and so on. Remember that 
any visitors here are stil] a part of the reality 
to which they belong; they are merely at a. 
higher state of temporal activitv. A round stili 
seems like a round. Spell durations are treated 
the same, unless noted otherwise in Chapter 
6, as are potions and niagica] item effects. 
Sleep is stül required at normal Lntervals, as 
are food and water, and these indicate how 
mudi time has passed subjectively. 

The amoirnt of game world {"real") time 
that passes, how'ever, is quite different Being 
less linear while on Temporal Prime, charac- 
ters can accomplish more than those in reality. 
Hie differential i.s about four to one. For every 
routtd that passes in reality, four pass on 
Temporal Printe . This is one of the greatest 
benefits of being on Temporal Prime. A chro- 
nomancer could slip from realitv in the mid- 
dle of a battle, spend four rounds on Temporal 
Prime l ixing himself up (three rounds of 
drinking healing potions, one roimd to slip 
back), and return to realitv to find only one 
combat round has been niissed. 

So why can't the chronomancer study the 
lifclines and süp back to reality d irectly after 
leaving? Even though Üie traveler's lifeline 
ended at the instant he slipped from reality, il 
continues to gfow while the clironomancer 
spends time on Temporal rrime. Tliis is re- 
ferred to as a shadeitv liité, and it's created by 
the ties between the chronomancer's body 
and his home plane, 

This raises a better question. Why can't the 
clironomancer slip back in time before he left 
and have twn of lumself at a time? The mater- 
ial on pagas 36-37 focuses on just that, but for 
now, there is a simple answer, Existing at the 
same time as yourself, a pmcedure called dou- 
bling (i lifeline, is not possible for all intents 
and purposes. DMs should expect some whin- 
Lng from players over this, but should pay it 
no mind. 

Air. A ereature can breathe on Temporal 
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Prime. Fires ean be lit. Aren't these indications 
of air? Not exactly. 1t is thought that the inedi- 
um needed ior breathing is present through 
the creature's link to its reality. In this way, 
water breathers, oxygen breathers, and non- 
breathers could all live together on Temporal 
Prime. Likewise, the materials needed to build 
a fire, sinee they must be brought from reality, 
retain a link that allows the process to work, 
Other ehemieal reactions that rec|uire an at- 
mospheric element work similarly. 

This effect fades with exposure to Ternporal 
Prime. It is the only condition that operates in 
Li'iis way, and this can cause hardship. 

Flammable materials become harder to 
ignile the longer they're on Temporal Prime. 
If there for 10 subjective days per pound of 
material, Ihev cannot be ignited. If taken back 
to a plane of realitv, the materials bum, but Lf 
brought back to Temporal Prime before an- 
other 10 days (per pound) have passed, they 
are stiiJ nonflammable. 

A creature that remains on Temporal Prime 
for longer than six months discovers that 
breathing is no longer necessary. Lf il returns 
to reaJit}’, a -1 is applied to its Constitution for 
one week. If a full month is spent in reality 
before slipping back to Temporal Prime, the 
condition does not repeat for another six 
months. Otherwise, the condition worsens. 
After another six months, breatliing is lost as 
an autonomic function. The first round the 
creature spends in atmosphere, it is helpless 
while struggling for breath. For tiie next turn, 
it can Jo little but defend itself and work on 
breathing. A -4 penalty is appiled to the crea- 
ture's Constitution. Öne point is recovered 
every month spent in atmosphere. Llnless the 
fuli four months are spent Ln atmosphere, the 
condition relapses immediately. 

Gravity and Direction. There are no north, 
south, east, west on Temporal Frime, since it 
lacks tlie normal references. lnstead, there are 
upstream, downstream, and cross-stream— 
directions referenced to the lifelines and the 


flow of tlie mist-smoke. Cross-stream is a bit 
vague, since it covers such a wide variety of 
directions, but a sensible group of adventur- 
ers can sort it out by staring downstream and 
establishing a liigh, low, left, and right. 

A creature that slips to Temporal Prime 
feels as if normal giavity is acting upon it. Its 
hair (fur, feathers, and so on) lies flat. Weight 
seems to rest upon it. Everything seems nor- 
mal, excepl tor the mist-smoke sky filled with 
lifelines. About then, it notices tliat there is no 
ground beneath that interesting skyscape. 

Gravity relies strongly on a creature's per- 
ception. Again, it fails back to the fact that the 
creature Ls still bound bv the physical laws of its 
home ptane. Whatever normal gravity would 
be for this creature (standard, weightlessness, 
or the neutral buoyancy of most water crea- 
tures), that is what tliis creature perceives. 

There is no ehanging the strength of the 
gravitational field, but "down" may be any 
direction wished. Changing orientation does 
not mean falüng. The creature simply spins 
slowly until its feet are pointing in the correct 
direction. The high, low, left, and right assign- 
ments could become meaningless ii much of 
this reorientation L> done, but it takes a smail 
arnount of concentration, so there should be 
no accidental changes in gravity. Besides, the 
trail of silver inist all linear creatures leave on 
Temporal Prime can be used to reestablish a 
proper orientation should an accident occur. 

Gravity applies to each creature on an Lndi- 
vidual basis and extends to anything carried. 
An item picked up becomes a part of that 
creature's fietd, and weight Ls acquired ac- 
cordingly. An item dropped and tlien picked 
up by a creature with a different gravitational 
strength becomes heavier or lighter as the 
case warrants. Two creatures that contact eadi 
other weigh according to their own pliysical 
laws concerning personal weight, and the 
other's laws when being acted upon. 

An example: Creature A weighs 50 pounds 
on its normal plane. Creature B, which comes 
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from a reality where gravity is twice as strong, 
weighs 100 pounds. In a struggle, they lock 
embraces and try to lift each other. Creature A 
still weighs 50 pounds, and its opponent 
seems to weigh 50 pounds as well. Creature B 
wcigiis 100 pounds, and to it, Creature A also 
weighs 100 pounds because B's stronger grav- 
ity isaffecting it. In the end, it all balances out, 
since being from a stronger gravity makes 
creature B twice as strong. 

Distance. There are two ways to measure 
distance on Temporal Prime, arid it is neces- 
sary that both be understood. One is subjec- 
tive—the measure of feet, yards, and miles 
with respect to the creature. The other is ob- 
jective—a preliminary topic thal leads into 
äme travel. 

Subjective distances on Temporal Prime do 
not change. A yard is still a yard. If another 
creature appears to be 10 yards away, for all 
intents and purposes, it is. Subjective distance 
is used for combat range, area of spell effects, 
and dimensions of an item or creature. 

Objective distance can be a difficult con- 
cept, ft defines distance within the timestream 
with respect to the plane it corresponds to. If 
traveling among the lifelines, upstream or 
downstream, objective distance equates to 
how inanv days, months, or ye<ars are passing 
within reality. A character who travels along- 
side a single lifeline for a day might slip back 
to realitv and find that he is six months Lnto 
the future, but he is in the same building from 
which he lelt. This is because the Hfeline be- 
longed to the innkeeper who never left the 
place. Or, if the lifeline being followed be- 
ionged to a traveling merchant, it is still six 
months into the future, but the character 
might be haifway around the worid. 

If traveling cross-stieam, objective distance 
is the measure of true miles passing Ln reality. 
Tlie benefit here is not quite as clear. A char- 
acter could leave reality at noon, travel cross- 
stream for four days on Temporal Prime, slip 
back to reality and find that onlv one d.ay has 


passed (remember the four-to-one differen- 
tiai) and he has traveled approximately 10t) 
miles. This is not the instantaneous effect of a 
teleport, and is not nearly as accurate, since the 
character has no real idea where his path may 
lead to, but it's not a bad effect for the use of a 
couple 2nd-level spells. 

Visibility. VisibiÜty on Temporal Prime is 
limited by the mist-smoke to fct) feet tnside a 
timestream, falling to 30 feet in the voids. 

Getting About 

As covered in the previous sectäon, subjec- 
tive distance seems to function normally. 
When a cliaracter paces off 10 yards from 
another character, they are 10 yards apart 
when considering combat, speU range, and so 
on. But there was also mention of a lack of 
solid ground and the problem with gravitv 
beingan independent sensation. How, then, 
does a character walk at all? And what hap- 
pens to a dropped item? 

Movement. How characters move is af- 
fected by their perception. The character 
knows that 10 paces should carry a person so 
far, imd that running covers that distance so 
much faster. The character's mind is provid- 
ing the force needed to move forward, Does it 
kiok like walking? Yes. Does it feel like walk- 
ing? Yes. Do the muscies get tired? Yes. 

So can characters mentally propel them- 
selves forward and not pretend to walk at all, 
like on the astral plane? No. Their minds are 
still linked with reality and must behave 
under the proper laws. Consequcntly, swim- 
ming behaves the same way, since thc force of 
buoyancy surrounds a waterborne creature, 
but flying does not. Flight depends on the 
force of aerodynamics in defiance of gravity, 
not propulsion againsl a solid. Winged creä- 
tures must walk. 

Inertia. On Temporal Prime, Lnertia is a 
stored force, not an active one. This means is 
that, once a tluown or mechanicallv launched 
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object leaves contact with its hurler, it is 
frozen In place. Drop a stone from arm's 
length, and it hangs there, seemingly weight- 
less, until another creature takes hold of it, 
and weight and inertia return. Shoot an arrow 
or throw a dagger, and it freezes as soon as it 
loses contact with the bow or hond. 

Now remember, the force is stored, not 
lost. If another creature were to toucii one of 
these fired arrows or thrown knives, the 
stored inertia kicks in once again, and the 
artpw pulls out of his grasp. As soon as the 
item loses contact, it freezes again, If the 
creature was stupid enough to toueh the pro- 
jectile while standing in front of it, it would 
penetrate, doing normal damage. Tliis effect 
pretty much nuUifies ranged combat on Tem- 
poral Prime, but a few of these inertia- 
charged weapons make passable booby 
traps. Also, any such frozen iteni that is 


brought back into reality immedialely ex- 
pends its inertia and continues on its way 
unhindered. 

Note: It must be a creature, not plant life, 
that contacts the object. Also, creatures native 
to Tcmporal Prime do not trigger the latent 
inertia, since their own physical laws work 
differentiy. 

Mapping the ReaJm 

The driving interest behind the study of 
chronomancy is time travel, the ability to visit 
the past or future, the wielding of power over 
the natural coirrse of events. What else holds 
as much potentiai for personal gain and ex- 
pands the horizons of every world in exis- 
tence? 
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Travellng an Ob|ecttve Mlle 

Travel thrcmgh Temporal Prime is accom- 
plished through the power of the mind, and 
subjective distances are unchanged. Objective 
distance, however, is related directly to the 
Wisdom of the creature. When a crealure 
moves downstream, it travels into the future. 
But do a dozen paces equal tme minute or one 
day of time passed in reality? If the creature 
travels cross-stream, does each pace equai one 
yard or one miie? 

The answer to both questions depends on 
the state of temporal activity the creature has 
reached—how less linear it has become. A 
creature with a high Wisdom reaches a higher 
state and can encompass more of Temporal 
Prime. In effect, it ts increasing the objective 
distance covered per day of travel. 

To figure out objective distance for one 
day's travel upstream or downstream, square 
the Wisdom of the creature. This is how many 
days pass in reality. For exampie, if the crea- 
fure possesses a Wisdom of 10, one day of 
downstream travel places the creafure 100 
days into the future. This is ail in addition to 
the normal four-to-one time differential, so it 
could be said that, for the downstream travel- 
ing creature in the example, 100 days plus six 
hours passed in reality. 

By comparison, cross-stream travel is not 
quite so generous. Wisdom is still the decid- 
ing ability score, but the number of true miles 
covered is Umited by the laws of Temporal 
Prime. The main limit is that the timestream 
has a set diameter, while the plane it repre- 
sents is infinite. Also, as objective distance 
shrinks in the cross-stream direction, the 
physical obstacles of the lifeiines begin to 
interfere witli travel. Consult Table 10 for the 
cross-stream objective distance modifier. Tiike 
the modifier and muitiplv it by the creatvu’e's 
normal movement rate. A creature with a 
Wisdom of 10 and a movement rate of 12 
would have a modified movement rate of 18. 


This does not take the four-to-one time differ- 
ential into account, so after a normal day's 
travel (in this case, around 36 miles), only six 
hours have passed in reality. 


Table 1 Ot Travel Modlflers 

Wisdom 

Distance Modifier 

1-4 

1.00 

5-9 

1.25 

10-15 

1.50 

16-23 

1.75 

24+ 

2.00 


Spells or magicai items that increase move- 
ment only work if they affect the need for rest. 
(This rule does not nullify a spell like Articus's 
ntelee manager. since it affects ihe mind, not the 
body.) A typical day of travel caüs for 10 
hours of movement, aüowing for rest stops 
and meals. Tiiis allows double the creature's 
movement rate in miles per day. A forced 
march can increase thls to 2.5 times the move- 
ment rate, but then physical exhaustion can 
become a problem. A potion of vitnlih/ would 
cure this difficuity. After all modifiers have 
been applied, the creature with a movement 
rate of 12 and a Wisdom of 10 would be able 
to make 45 forced-march miles per day (again, 
not counting for the tüne differenüal). 

Note that groups move at the rate of the 
slowest memher of the group. 

Temporal Shortcuts 

Turbulence is the result of an unnaturai dis- 
turbance in the timestream. Tlie physical indi- 
cations vary, but there is always a heavy 
disruption in the mist-smoke of Temporal 
Prime. Possihle effects are alternating dense 
and thin pockets, whirlpooling, color changes, 
and, in the most severe cases, a temporary 
reversal of flow. All of these directlv represent 
a disruption to the momenhim of time. Tf 
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properly read, turbulence can indicate the 
location, severity, and type of disturbance. 
Roll ld20 and consult Table 11 to determine 
the types of turbulence encountered. 


Table 

11: Turbulence Sources 

Roll 

Source 

1-10 

Vortex 

11 

Maelstrom 

12-14 

Timestorm 

15-18 

Spell effect 

19-211 

Change in history 


Vortex. Follow anv turbulence to its source, 
and the chances are good that its cnuse is a 
vortex. These phenomena look like whirlpools 
of energv and the mist-smoke of Temporal 
Prime. The energy flashes in a spiraling de- 
scent from top to tip, several bolts always pre- 
sent within the vortex, and bolts entering and 
leavingeverv few seconds. Mist-smoke trails 
down the funnel much slower, and most of it 
escapes before reaching the bottom. The mist- 
smoke usuallv keeps the whirlpool moving 
and veers off in the small spinning tendrils 
characteristic of vortices. 

A vortex connects to one or more other 
points in the timestream, altowing days, 
weeks, or even years to be covered in just a 
few hours. AU a traveler has to do to utilize 
this convenient bypass is foJlow the spiral 
along the wall (travel within a vortcx is iim- 
ited to the sides) from top to spout. This helps 
the creature synchronize with the change Ln 
tirne's momentum so it can pass through the 
spout. If the vortex eonnects to more than one 
point, the flashes of energy and trails ol mist- 
smoke overlap in ld4 confusing spirais. Bach 
spiral corresponds to another point tlie vortex 
connects to. A VVisdom check must be made 
to beable to tollow a particular path, and a—1 
penalty is applied for each additional spiral in 
the vortex. 


After passing through, the creature is in the 
bottom of another vortex, which could be 
located anywhere within the timestream. The 
creature may leave by traveling straight up 
the side (no spiraling is necessary). Moving 
downward sends the creature back to the vor- 
tex it just left, or in the case of a vortex with 
multiple spirals, throws the creature to a ran- 
dom point of contact. 

To determine randomly how far the vor- 
tices span, ro!l IdlOO. The result is the num- 
ber of davs between any two points. If the 
result is 95-9S, rol] again and consider the 
span to be in months. [f the first result was 
99-00, or the second resull a 95-00, rotl again 
and consider the span to be in years, Vortices 
can also be within a few days of each other 
and span large distances cross-stream. 

Vortices range in size from 10-60 yards 
across and deep according to how long thev've 
been around. This also affects the distance 
thev span and how manv connections they 
have. A four-point vortex, or a vortex which 
spans years, is extremely large and very old. 
Vortices are numerous and can be found nes- 
tled within the lifelmes at irregular intervals. 
Tiie minimum distance hetween tliem is about 
three days' travel; the maximum is about two 
weeks apart. Vortices are relatively stable, 
which means they can be mapped out, giving 
the chronomancer a rough map through time 
and reality, but thev can also be created and 
elosed, so the map is not always accurate. 

Maelstrom. A maelstrom is a large net- 
work of vortices that connect on a specific 
timestream to ench olher as vvcll as to those of 
different planes of existence and other worlds. 
A maeistrom tooks like a giant storm brewed 
from the mist-smoke, with large vortices (the 
60-yard type) fighting for dominance, and 
smaller vortices branching off from thesc. llie 
turbulence can range for several days' worth 
of subjective distance, and Lifelines bend 
sharply to avoid this obstacle. 

Anvwhere from lour to seven (l d4+l) large 
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vortices are present in a maelstrom. Called 
anchar i’orliccs, these all have four spirai pat- 
terns, and a few have smaller vortices spiral- 
ing out inside waüs. Consult Tahle 12 to 
determine these vortices' connections. For all 
large vortices, apply the -3 penaity to Wis* 
dom for midtiple spiral patterns, regardiess of 
the number of ct)nnecti<ms. The smailer vor- 
tices are standard types, the onlv difference 
being an extra -1 penalty to Wisdom checks 
due to their positioning inside another vortex. 


Table 12: Anchor Vortlces 

Roll 

The Vortex's Connections 

1-5 

Four-point vortex, all same üme- 
stream. 

6-10 

One-point vortex with a span of 
5dl0 yeaxs. 

11-12 

Two-point vortex to another 
plane, same world. 

13-14 

One-point vortex to another 
plane, different world (nearby). 

16-18 

One-point vortex to another 
world, different crystal sphere.’ t 

19-20 

Two-point vortex to another 
world, different crvstal sphere* 


While maeistroms have never been ciosed 
(whether by design or on their own), the vor- 
tices within thcm sometimes change destina- 
tions (25% iikclv witli each visit). Often (75% 
likeiy with each visit), the number of vortices 
shrinks until a maelstrom has only the mini- 
mum of four. 11 ic changes are thought to come 
from direct manipulation of the maelstrom by 
time dimensionals or Cuardians (see page 59). 

Timestorms, Spell Effects, and Changes in 
History. These types of disruptions are dealt 
with in the appropriate sections (timestorms: 
pages 36-37; spell effects: Chapter 6). Histori- 
cai changes are discussed as follows. 

*See the Sl J El i .jammes® boxed set. 
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Changing History 

Some of fhe biggest DM headaches from 
tirne tra veling are the problems a change in 
history brings, What happens to the mcmo- 
ries? How quieklv do the changes proceed 
forward? What is the effeet on Temporal 
Prime? Most of these questions are left to the 
judgment of the Dungeon Master, since it is 
hard to place set rules on all possible tamper- 
ings with time. Bv following the basic guide- 
lines of the momentum of timc, however, 
much of this ehore is covered, 

MechAnics of a Paradox 

Any ehange to the naharal order of events 
produces turbujence on Temporal Prime, Tlris 
turbulence usuall v begins at tbe point of the 
evenfc and spreads downstream in a cone- 
shaped field of mist-smoke disruption as the 
change's area of effect spreads to include 
more creafures, Limited patches ot upstream 
turbulence are common, since changing the 
natural order of evenfcs is one ot the most 
severe disruptions to the momentum of time. 
The subjecti ve dimensions of the affected area 
and the length of subjeetive time for which 
the turbulence exists depend on the magni- 
tude of tlie change. A slcepcr change, in which a 
piece of information or an action is inserted 
into the natural order wifch no effect until a 
later date 7 is slightly differcnt. The turbulence 
pattern here is a long, thin ribbon that blos- 
soms into a major disruption at the activation 
point, 

The momentum of time resists any radical 
change and attempts to smooth out the trou- 
ble as soon as possible. 1t rearranges the Hves 
of certain individuals to account for the change 
without major restxueturing. Lifeiines, wiiich 
are usually set in place, vvrithe and sliitt 
slowly as the creatures they represent are 
molded inlo the new history. The overall 
effect is usually a drastic change to short-term 


history but little change, if any to iong-fcerm 
history. It's a gradual process, but eventually 
everything works out 

By appearing in the past or future, a char- 
acter automaticaUy causes a slight turbulence 
that lasts for as long as he remains. The trav- 
eler's pofcential to change events puts this 
time period into a state of flux, and the longer 
the tra.vel.er remains, the more likely he is to 
cause a dramatic change. The turbulence pat- 
tern is widespread until the chronomancer 
applies his influence. 

Lf the chronomancer performs a minor 
change in this time period (say, preventing 
the robbery of the town fcreasury), the turbu- 
lence might extend for a few months' worth 
of distance on Temporal Prime, The area sur- 
rounding the lifelines of all affected people 
would be in a state of readjustment. Slowly, 
starting at the event point and moving down- 
stream, the turbuience would clear, and the 
timestream would appear normal. 

For a minor change, the time it takes for 
turbulence to clear is roughJy one fourth the 
objective distance affected. If two months of 
actual time (the downstream objective dis- 
tance) were affected, two weeks would pass 
on Temporal Prime before the turbulence 
clears. If the event was much more prominent 
(sav, preventing the assassmation of a grcat 
ruler), it vvould set up a chain of events that 
would rearrange lifelines and create fcurbu- 
lencefor years. ThLs Ls more than an extended 
version of the above scenario, since such 
activity Ls not always advantageous for the 
chxonomâncer. 


A chronomancer can change history wi:th 
ease, but the effect of the change is doubtfuL 
Tlie chronomancer cannofc always predict the 
exact nature of the changes, since the Wizard 
and the momentum of lime are probably 
working toward tvvo separate ends. 


Dealing with rtie Parartox 
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Buying up thc land where Imperial City 
shouid someday stand could create turbu* 
lence, especially where the chronomartcer's 
personal fortune is concemed. However, the 
momentum couid easily rearrange lifelines so 
that the Empire chose the Iands next to those 
belonging to the chronomancer or, worse, 
merely confiscated the lands instead of pay- 
ing for them. The probleni is solved, and the 
chronomancer is also out a fair bit of pocket 
money. 

Here's a mttre difficult problem. A chrono- 
mancer appears at a battie 200 years in the 
past and assassinates a great general. The 
event causes such a large upheavai that tur- 
buience upstream of the event rea rranges the 
chronomancer's iifeiine artd causes the tirrow 
of slaying to miss. Any determined character 
should be able to accomplish this task, though, 
so eventualiv the general dies. Thc turbulence 
is incredible, so much so that lifelines are 
affected far upstream of the incident. After 
rearrangement, it is discovered that the gen- 
eral wasn't so great after all. It was his lieu- 
tenant that made up most of the battle plans, 
and this lieutenant was able to take over the 
job easilv. The history books are written dif- 
ferently, but the overaLI effects are the same 
(the batties were stiiJ vvon, and the country 
had its hero). 

AU ciironomancers who have an interest in 
the event are likely present at the same time. 
The decisive battle of a war might be lousy 
with Historians, Gtiides, and Travelers. 
Chances are there are some who would 
oppose any changes. Sideline figlits often 
develop, taking precious time away, so few if 
any changes are actually made. So why 
doesn't the chronomancer go back and do it 
again? Remember the rule about doubläng 
your üfeline? It is not possible. Tlie chrono- 
mancer could go back further and try to set 
up more favorable conditions, but it's a DM's 
judgment call as to whether the changes 
progress in the chronomancer's favor. 


What if a chronomancer travels back to a 
time he didn't exist in and remains there long 
enough to overlap with a point where he did? 
In a timeline from A to Z, tets say the wizard 
is born at D and becomes a chronomancer at 
G, The wizard then skips ahead to P, hangs 
around until R, and then goes back to H. 
There is no problem yet, but let's say the wiz- 
ard forgets where he carne in before and tries 
to stay until Q. From time P to Q, the chrono- 
mancer has aiready existed on this plane. 
Attempting to double lifelines is the main 
ingredient for a timestorm, as detailed on 
pages 36-37. 

A sleeper change requires some extra care. 
Sleepers are things like the chronomancer 
traveling to the past and leaving a message 
tliat wiU later be given to him. This message 
could warn of an event or give investment 
advice. The turbulence is slight, since there is 
no interaction until a certain point. The prob- 
lem is that the sleeper directly confronts the 
momentum of time and is generaLlv shifted 
severely before it reaches its goai. Perhaps the 
message is lost, or an enemy of the diaracter 
gets it first. Perhaps it is received, but the 
momentum of time has already sliiited so tliat 
the new knowlcdge is useless. How much the 
chronomancer can get awav with is up to the 
DM, but a sleeper should never end up work- 
ing smoothly. 

A Lasting Impresston 

While the momentum of time is working to 
smooth the temporal flow, affected portions 
of the timestream are kept in a state of flux, 
making them more susccptible than normal to 
manipulation. As a result, any change made 
by outside influence has a greater chance of 
remaining as an important event in the time- 
space continuum, but it's most likelv mutated 
from its original intent. This involves some 
thnught on the Dungeon Master's part, but 
nothing too difficult. 
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Take ihe ea rlier example of the chrono- 
mancer slayihg an important general. There is 
intense hirbulence on Temporal Prime over a 
period of several years while the mornenttmi 
of tirne works to smooth matters oot During 
this time, another dironomancer (or the same 
one—perhaps the initial act was to set up 
Lhese chaotic drcumstances) slips into reality 
two days after the general's death, posing as 
the replacement. The momentum of Hme 
latches onto this action as a solidl core on 
which to rebuild a workäble short-term his- 
tory. The chronomancer is accepted as tho 
replacement and might even go on to win a 
major battle or two (or he may wish to sabo- 
tage the war effori, in whidi case tlne battles 
are lost). Now the momenturn of time reworks 
short-term history m a way fhe chronomancer 
did not foresee. 

Assume tliat the chronomancer was a 
saboteur and a few major battles were lost. 
The momentum of time has built for this 
army to win the war, so pressure is put on a 
minor commander. He wins bâttles he would 
have lost, and he cventually wrenches the 
reins of control from the chronomancer and 
wins the war, Victoiy is sHH gained, and Üie 
commander fills the vacancy left by the gen- 
eral. 

But, what ii the chronomancer was trying 
to help? He wanted to gain the glory or to do 
the job with less bloodshed—whatever The 
momentum of time still latches onto ihe wiz- 
ard as a focai pomt for the short-term h.istory> 
but as a sacrifidal being. Once the chrono- 
mancer assiunes command, reality is warped 
sucli that he is the target of multiple assassi- 
nation attempts until one succeeds. A second 
martyr (the wizard) inspires three military 
commanders to their peak ability, They mop 
up the opposition and forrn a police state that 
lasts the duratton of the turbulence. This 
police state keeps everytliing under tight con- 
trol while the natural order is in I fux, and the 
last event before tlie turbulence dies away is 


the shlfting back tö the way things were sup- 
posed to be after the war. Second-guessing 
temporal momentum is a risky Üiing. A chro- 
nomancer should remain on the sidelines or 
get in and out fast. 


Precious llttle has been said concerning the 
hazards of Tempora] Prime, since an overall 
understanding of the pseudo-reality was nec- 
essary before most of them could be dis- 
cussed. Temporal Prime has much more than 
different physical laws. It possesses natural 
hazards, many imique creatures, and gate- 
ways to others planes and worlds. 


Temporal Prirne has a stable ecosystem that 
is fairly hostile to the adventuring chrono- 
mancen A few of the creatures are neutral or 
even friendlV/ but for the most part, avoid- 
ance or combat is recommended. 

Tempsynlh. Tlie böttöm of the food chain 
on Temporal Frime is a cömmunal organism 
known as tempsynth. It can be found coating 
the Ijfelines in patches, the larger ones appear- 
ing on bright siiver lines, and it could be 
taken for a vegetable growth if not studied 
closely. It resembles a mnld the color of bees- 
wax, the entire patch moves along a Üfeline, 
and if it meets another patch, they swirl about 
and reform in a patch half again the size of 
the smaller. It is impossible to tell whether 
this is due to their wav of assembling or if 
Üiere Ls a microscopic battle going on with the 
losing members reluctantly joining the ranks 
of the victors, 

Tempsynth is nof described as a monster, as 
it has no aggressive properties and appar- 
ently feeds only on arcane emanations from 
the lifeline. No evidenee has been found to 
indicate that it harms the lifeline's owner. 


Hazardous Duty 


CrcAtures 
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Temporal Mite. Another relatively harm- 
less, albeit annoying creature, this parasitic 
insect exists on Temporal Prime and can be 
carried into reality. if it becomes separated 
from its host while in reality, the mite dies. 

Temporal mites exist among the lifelines, 
traveling in small swarms (idlO + 10) and 
feeding off of the temporal forces that bleed 
into Temporal Prime from reality. When linear 
creatures are nearby, the mites fasten them- 
selves to them where they cannot be seen. 
There is only a 20% chance that they are de- 
tected without a carefuJ search. 

When mites are encountered, roil ld4—1 for 
the number that attach to each creature. Once 
attached, the mites feed on the linear crea- 
ture's interaction with time. Afflicted crea- 
tures behave as if under a Wesley's temporal 
disjunction speli (see page 47) until aü mites 
are found and removed. 

Combat 

Ability Scores. The normal bonuses to 
Armor Class for Dexterity do not apply here, 
since the tnind controls all action. Instead, 
nimbleness is related to Wisdom, and the nor- 
mal scale for AC bonuses is applied using 
that abiiity score (for example, a Wisdom of 
18 grants -4 to AC). Strength bonuses are 
apparently unaffected, since Wisdom directs 
movement instead of powering it. 

Initialive. Regular initiative is still used, 
with the following exceptions. The modifier 
for higher ground is nonexistent due to the 
ability to reoricnt gravity. There is a foreign 
environment penalty for those who are not 
native to Temporal Prime and have not spent 
24 hours there. Other modifiers can be added 
or stricken at the DM's judgment. 

Ranged Attacks. Any thrown nr mechani- 
caliv launched object ceases traveling the 
instant it loses contact with the creature's 
field. Magical items are excepted, as they 
have a special link to reality; they work nor- 


maily, Due to the lack of gravitv, however, 
they do not stop until they hit something. 

A breath weapon or similar effect does not 
tose its momentum, since it remains a part of 
the creature's field. Ranged magical attacks, 
such as magic missiles or spiritutil hammers, still 
succeed, srn.ee their movement is magical. 

This iimits ranged fighting severely and 
places the advantage with spellcasters. Since 
most travelers of Temporal Prime are spell- 
casters or have a spellcaster with them, this 
advantage often evens out. Attacking a crea- 
ture from range grants no experience points 
unless this creature has a fair chance to some- 
how retum the attack. 

Combat Modifiers. The modifiers for high- 
er ground and being off-balance do not exist 
due to the lack of gravity. lf there is a way to 
see beyond 60 feet, the penalties for both 
medium- and long-range missiles are dropped, 
since a straight line path can be established by 
magicai weapons, and there are no problems 
witli drop or wind factor. 

Natural Hazards 

Temporal Prime has some natural hazards 
that do not need teeth or claw to injure the 
unwary chronomancer. Vortices and mael- 
sfcroms fali into this category, as do the strands, 
and though tiniestorms exist only in reality, 
they deserve coverage here, too. 

Vortices are favorite homes for the Tempo- 
ral Prime's denizens, mostly because these 
phenomena tend to draw fresh supplies of 
imported nourishment, namely chrono- 
mancers. The base chance of a vortex harbor- 
ing some type of creature is 50%. This makes 
any vortex, even the smallest one, potentially 
hazardous, and there is a 4-10% modifier for 
eadi spiral pattern the vortex possesses. 

Also, the energy wall of a vortex cannot be 
passed through without incurring damage. 
Normaily, you walk through one from cir- 
cumfercnce to spout in a spiral pattem along 
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the wall, or if leuving thü vortex, straight up 
the wall. Passing through the wail creates an 
effect similar to chain lightning but with dou- 
ble the range for the subsequent bolts. 

Maelstronis contain several vortices and 
are correspondingly more dangerous. The 
base chance for an encounter Ln theseis 75%. 
The anchor vortices always contain at least 
one creature, even if it's harmless. Mael- 
stroms maintain large concentrations of tem- 
porai aeatures and, in one case, Guardians. 

Maelstroms also have an interesting ef- 
fect on the stabilitv of Temporal Prime. The 
severe disruption to the momentum of time 
results in several random effects. Once the 
border of a maelstrotn is crossed, there is a 
10% chance per turn of one of the following 
spell effects (decide randomly) affecting the 
chronomancer for the normal duration: pre- 
cognitive >eim\ time snarc, ntinor paraâox, slow. 
Weslcy's temporal disjiinction, or time Stop. 

Strands. Hidden in tiie mist-smoke of Tem- 
poral Prime are some of the largest nuisances 
to a chronomancer and a sotLrce of possibly 
greal dariger: strands. Most strands are invisi- 
ble, and the 10% that are visihle appear as 
small white threads, 1-6 inches long.They 
drift along in the mist-smoke and are ex- 
tremely adhesive, fastening to any organic 
substance thev touch that is not native to 
Temporal Prime. Armor or clothing is pene- 
trated as if it doesn't exLst, and the strands do 
not feel stickv or restrict movement. Strands 
travel in stranâ packs (smalJ patclies ot Id6 
strands) and siranâ clouâs (6d6 stranris) that 
sweep through timestreams and voids with 
catagtrophic effect. When stronds arc encoun- 
tered, a quick check on Table 13 can deter- 
mine their formation. 


Table 13: Strand Formations 

Roll Formation 

1-5 Strand pack (ldb) 

6 Strand cioud f6d6) 


Strands appear on the random encounter 
tables on page 38. If a single strand or a strand 
pack is encountered, it is assumed to auto- 
maticaily fasten to one of the characters. If a 
strand cloud is encountered, up to 6 strands 
can fasten to eacii character. Determine ran- 
domly who the first character is to he affected, 
and roll ld6 for the number of strands. Sweep 
the cloud along the marching order of the 
group until all characters are snatched up bv 
the strands or all the strands are used, 

Strands have two main effects. Tlie first Ls a 
tendency tomess up travel bet\\ r een Temporal 
Prime and reality, A creature with strands 
that tries to timeslip or use a süpgate must 
make a Wisdom check vvitlt a -1 modifier for 
every strand fastened to it. This check is made 
with each attempt. If the modifiers are eqtiaJ 
to or greater than the creature's Wisdom, 
travel to reality is impossible until the strands 
have been dealt with. Lf the creafure finailv 
forces through into reality, the strands dissi- 
pate, but the creature is thrown 5d4 rounds 
Lnto the future for everv strand fastened to it, 
If several creatures are in a group, onlv the 
ones with strands are thrown forward. 

The second effect of strands can be even 
more of a problem. Tliough fastened to a crea- 
ture, they stil) wish to continue to travei with 
the mist-smoke, and thev steadily pull down- 
stream. It the creature is traveling upstream 
or directly cross-s.tream, deduct -1 froin its 
Wisdom for mövement purposes. Il tTaveiing 
downstream, add +1 to its Wisdom for the 
same purposes. The ruie conceming traveling 
at the speed of the creature with the slowest 
Wisdom still applies, so if traveling upstream, 
the whole group is affected, while the down- 
stream bonus probably means nothing. 

Once the creature has acquired a number of 
strands equal to its Wisdom, the effect is like a 
dam fina-lly burstingand lettingaLI Liie water 
pour furtli. The creature isswept downstream 
at a speed equal to the square of the number 
of strands it has acquired- Tcn strands would 
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cause 100 rniuids to pass in reality for every 
rourui the creature traveis. Other creatures are 
not able to keep up, even if they can cover 
more objective distance. The creature can no 
longer control any aspect of its movcment. It 
cannot slow, alter direction, or even move 
faster. The strands pull it aipng regardless of 
sleep or effort, 24 hours per day. ff the crea- 
ture coilects more strands, it moves that much 
fastcr 

This mav not seem like a bad deal if the 
creature doesn 't liave to vvorry about traveb 
ing cOTfipanions, Luit whiie strands do not suf- 
fer from bumping into üfelines or glandng off 
a resident of Temporal Prime at high speeds, a 
creaiure from reaiity does. For every turn of 
travei roll Id20. A 1 indicaies no eoUision 
that turn. A 20 indicates a one-round en- 
counter with a hazard of Temporal Prime. 
There is a 35% ch-ance that the hazard is a 
creature (see the tables un page 58) and a 65% 
chanee that it Ss a temporal hazard (sceTahle 
16, page 48) For any other resulb the creaturc 
collides with 1 d 10 lifelines, suffering ld6 
points of damage per collision. Roll each 
"attack" one at a time and allow the character 
one action between each roll. 

To free ilsell, the creature's first concern 
would be to fasten itself to a lifeline with an 
anchor of some type or, if it is already being 
swept along, trv tu catch a lifeline with each 
collision. On a successful attack roll agalnst 
AC 10, the creature grabs a lifeline, but it 
must make a Strength check each round to 
hang on. Even if the cheek is made, the strands 
have a 1% chance to break the grip for every 
strand. This includes breaking ropes or any- 
tltmg else holding the creature in place. 

Cettmg rid of the strands is even rnore df.f- 
ficult, After dothing is removed,, univcrsaf sol- 
vent dissolves one strand for every ounco 
used. A weak acid solution (lemon juice, vine- 
gar, etcj can be applied and heavify scrubbed 
over tiie creature, too. The acid dissolves one 
Strand per round. 
























Timestorm. A timestorm is not reaiiy a 
hazard of Temporal Prime, but it can be cre- 
ated only after time travel, which is a major 
use of TemporaJ Prime, and so it is covered 
here. The momentum of time reacts severely 
with those who attempt to abuse the time- 
space continuum by trying to double their 
lifeline. A creature not being able to exist in 
the same plane in two different spots at the 
exact same time is a fundamental rule that the 
momentum enforces rigorously. 

Timestorms begin to brew a month before 
the lifeline doubles. lf there's not nearly that 
much time (before the attempt to double is 
going to occur) when the chronomancer slips 
into reality (the Prime Material Plane), the 
storm gathers quickly and within a few days 
(or liours or minutes if the chronomancer is 
really cutting it close), it's at its proper level. 
Earlv symptoms include such things as the 
person attempting the doubiing experiencing 
déjè vu, minor paradoxes, and small amounts 
of Wesln/s temporal disjunction. 

At first, these effects occur al a rate of once 
per day. As the time for the attempted dou- 
bling draws near (less than a week awav), the 
impending storm becomes apparent, as these 
minor symptoms spread to those around the 
chronomancer (tlie unfortunates caught near 
the eve of the storm). These effects happen 
more frequently. At least once per hour, a ran- 
domly chosen memher of the group experi- 
ences one of them. 

In the final da v, tliings like random tirne 
slops, tirne sinires, and pamdoxes affect all of 
those within the storm's overall range, and 
each effect occurs once per hour. In the finai 
hours down to the last second, things grow 
exceedingly more bizarre, as temporal speils 
now randomiy affect bystanders even more 
frequently (once per turn, now including 
accderate ItfeUne, major paradox, and teniporal 
push). H's even possible that time dintension- 
als or Guardians appear (check eaclt turn). At 
the instant before the lifeiine doubles, the 


storm opens a portal to Temporal Prime and 
draws the attempted doubler through, and 
each creature within the eye of the storm has 
a 10% chance of being sucked in as well. 
Tltere is also a 10% chance that the portal is 
permanently established. 

The range of the storm is a DM's judgment 
call, and it relates to its momentum. The 
storin begins in a 30-foot range around the 
chronomancer and spreads as the attempted 
doubling nears. li the chronomaneer has been 
there a few days, the storm Ls smal! (100-foot 
range at its peak), but if he's been there for 
some Hme, it could range up to one mile for 
every six months. The eye of the storm (for 
checking who or what gets pulled through) 
ranges from the starting 30 feet to a maximum 
of 100 yards (which is reached if the attempted 
doubler stayed ionger than six months). The 
turbulence pattern on Temporal Prime corre- 
sponds to the one-month build-up and ex- 
pands in a cone shape to cover the correct 
geograpliical area. 

The base chance for a time dunensional to 
be attracted to reality near the storm's peak is 
25%, and the base chance for a Guardian is 
15%. Both are modified according to the size 
of the stomi. For every weck that the doublfer 
has been in reality, add 1% to the base chance, 
For the largest storms, dimensionals and 
Guardianswould bothbeautomaticallyalerted 
and show up. 

One tast effect of a timesturm is the incredi- 
bte temporal force that builds in the eve of the 
storm. This force is very powerful whore 
chronomancy spells and spell effects are con- 
sidered, and somc rcckless chronomancers 
have been known to purposely incite these 
storms to better their casting ability. If the 
storm is considered small, in the last hour nf 
the storm before doubling, increase the power 
of chronomancy spelts by approximately 0.5% 
per minute. If the storm is large (greater than 
one mile), increase the spclls' power by 0.5% 
each minute over thc last two hours. 
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This involves a littie estimation on the part 
of the DM, but it's fairly simple. If the spell 
effect has a percentage chance of failure, sub- 
tract the bonus percentage from that chance. 
If there is a saving throw, for every 5% of 
bonus, add a -1 penalty to the saving throw 
of any victim of the spell. Adjust range, dura- 
tion, and the like accordingly, always round- 
ingany sort of fractions down. Remember, 
the chronomancer cannot be sure of the exact 
time to the doubling unless very accurate 
records were kept, and the random effeets 
and possible appearance of Guardians or 
dimensionals can cause delays. 

Note that, once the attempted doubler has 
been removed to Temporal Prime, the storm 
ends instantly, its power entirely sucked 
back intoTemporal Prime where itrightfully 
belongs. 

Off the Beaten Path 

Most evervthing said deals with the time- 
streams and not the voids separating them. 
For the most part, this is because they are eas- 
ily ignored, since there is no reeü use in travel- 
ing them. There are few creatures and no 
physical substances such as lifelines to use as 
reference points, just a huge area of dense 
mist-smoke that roils and flows along in the 
normal direction. However, if the characters 
come down hard enough with the exploring 
fever, a Dungeon Master could find them 
leaving the timestream and venturing into the 
voids, At least preparation is simple, 

Treat the first 100 feet into the void as part 
of tlie timestream. The mist-smoke behaves 
normally. Visibility is limited to 60 feel, and 
there's the same chance for strands. Creatures 
from the timestream rarely strav beyond this 
limit unless otherwise noted Ln their descrip- 
tions. Some might think it's a good area to get 
snatched by strands and ride the temporal 
current without fear of obstacles, but the mist- 
smoke always drifts bnck Lnto the timestream 


at some point, putting the character in for a 
good battering. AIso, if the characters are at- 
tempting to breach the timestream of another 
reality (this would be its fringes), they would 
accomplish it here and have no use for ven- 
turing out further. 

After 100 feet, the mist-smoke grows denser 
until visibility is restricted to 30 feet. The 
chance for strands goes up, and any strand 
encounter is with a strand cloud. Creatures 
can be encountered onlv if their descriptions 
mention they travel the voids, or they have 
somehow been forced out there. 

Technically, the timestreams for alternate 
realities are a measurabie distance apart, but 
traveling the voids never gets a creature to 
one of them. The deeper one goes into the 
void, the more time plays strange tricks. Time 
snares, Wesley's tempora! diftjunction, time stops, 
the occasional temporal stasis thatcould last 
one round or one year—these effects quickly 
become more trouble than the traveling is 
worth. 

Long before the characters can reach an- 
other timestream, they are covered with 
strands. The adventurers are outside the 
influence of the timestream, so there is no 
travel into the future except for the four-to- 
one differentiai that continues to tick by. They 
feel as if thev are belng swept along, öccasion- 
ally encountering a creature which will decide 
the character must be nutritious, but with 
respect to the timestream, they have not 
moved. Also, once the cliaracters travel back 
toward the timestream, they find that the 
strands are still holding them Ln place (re- 
member, conscious movement has been lost). 
They must de-strand themseJves before get- 
ting back to reaiity, 

Unless careful preparation is made, the 
voids are no place to go adventuring. A11 
characters, prior to much traveling on Tempo- 
ral Prime, should receive proper warning 
about what to expect, This should be enough 
to keep them from straying. 
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Encounters 

There are three cases for encounters: reality, 
Temporal Prime in a timestream, and Tempo- 
ral Prime in a void. Reaiity is simple, since the 
chance of encountering a temporai creature is 
so close to nii it does not matter. An exception 
to this ruie is when a speii effect lures a Guardi- 
an or time dimensional into reality, hut this 
effect is handled per the spell description. 

On Temporal ITime within a timestream, 
roll 1 d6 for every fwu hours of generai travel- 
ing (no vortices or maelstroms) and every 
four hours of resfing. On a 1, use Tahle 14 to 
determine vvhether the encounter is turbu- 
lence- or crea tu re-based. If turbulence-based, 
pick from the appropriate choices or refer 
back to Table 1J (page 28) and proceed from 
there. If creature-based, pick from the appro- 
priate choices or proceed to the table corre- 
sponding with thc creature's frequency. 


Table 14: GeneraJ Encounters 

Roll 

Encounler Type 

1-8 

Common creature 

9-13 

Turbulence 

14-17 

Uncommon creature 

18-19 

Rare creahire 

20 

Very rare creature 

Table 

1S: Common Encounters 

Roli 

Temporal Creature 

1-3 

Tempsynth 

4 

Strands 

Table 

16: Uncommon Lncounte 

RoU 

Temporal Crealure 

1 

Temppral dogs 

2 

Vortex spiders 

3 

Temporal mites 

4 

Unknown 


Table 

17: Rare Encounters 

Roll 

Temporal Creature 

1-2 

Tether beast 

3-4 

Temporai staiker 

5-6 

Témporal glider 

Table 

18: Very Rare Encounters 

Roll 

Temporal Creature 

1-2 

Time dimensional 

3-4 

Guardian 


Traveling within a void on Temporai Prime 
is a different case, since several creatures and 
severai effects of turbulence do not exist 
there. Roil ld6 every four hours of travel or 
eight hours at rest. On a roli of a 1, roll 1D20 
and consult Table 19. If the ro.il is a 20 and hir- 
bufence Ls discovered, it is automatically gen- 
erated from a speli effect from a nearby source 
süch as another chronomancer, a creature in 
lemporal stasis. or one of the random effects of 
the void. 


Table 

19; Encoumers in the Void 

Roll 

Encounter 

1-5 

Strands 

6-10 

Temporal glider 

11-13 

Unknovvn 

14 

Temporcil dog 

15 

Vortex spider 

16 

Temporal mites 

17 

Temporal stalker 

18 

Guardian 

19 

Time dimensional 

20 

Turbulence 


Dungeon Masters may pick and choose 
from these tabies as they wish and are encour- 
aged to set up their own tables as the situa- 
tion warrants. 








I 
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CHAPTER 


Chronomancy 



Perhaps there is a wau, a speeial pafh a wizard 
i ould follow. Thitik of thc upplications thai arise 
from the theory of temporal magic: to truh/ knotv 
\jour origin, back through your anccstors and to 
tln’ primal begmnmg, to not only hclp shape Ihe 
future but to travel imiotig the utopias which could 
bc created, II places tlw onmiscience ami possibly 
the omnipotence of the dioitic into Ihe hands of 
rnortals who may use the power daiht in the cause 
qf righteotisness. Héwcould thefuturega wwng? 

—Excerpt frnm The Oration of Kandahli, 
given to the Mentim Dynasty 
one vear before i Ls fa 11 


Table 20: Chronomancer 
Nonweapon Proficiencles 


Prnficiency 

Slots 

Abillty 1 

Vtodifier 

Appraising 

1 

Intelligence 

0 

Disguise 

1 

Charisma 

-1 

Fuhire History* 

1 

Intelligence 

-2 

Languages, Futuru 

‘ 1 

Intelligence 

0 

Local History 

t 

Charisjrici 

Ü 

Prophecy* 

1 

Wisdom 

-1 

Tum Seme 4 

t 

Wisdom 

-2 


' N'evv praöciency 


A chroitomancer is a student of an elite 
wizard schonl that talls somewhere between 
divmation and alteration. Chronomancers are 
spedalistsby defmition, and they are the onlv 
cnaracters allowed to cast spells beionging 
solelv to ttieir chosen schoot The opposition 
schools to this course of iearning are necro- 
mancy, abjuration, and conjuration /sLunmon 
ing- Chronomancers may nol cast speils from 
these schools and can possibly stiffer other 
effects from them. 

The school of chronorriancy is neverseen 
among the magical academies. Its only method 
of studv is the ancien t master-apprentice 
style. From a niaster, or from those to whom a 
master refers an apprentice, new skills may be 
leamed that cross the normal boundaries ot a 
character class or that are unavailable lo all 
but the chronomancer. 

Nonweapon Proflciencles 

Chmnomancers have four new nonweapon 
proficiencies: future history, future tanguages, 
time sense, and prophecy. A.dditionally, thev 
can choose local historv, disguise, and ap- 
praising at no extra slol cost. See Table 20 for a 
full listing of the duonomancer's nonweapon 
proficiencies (in addition to those from the 
Ceneral and Wizard categories). 


Future Hlstory 

This pmficiency gives tlie character a gen- 
eral historicaJ knowledge of the specific teg- 
ends and lt>re applicabie to a future time and 
place. The time and area must be specified 
and cover an appropriate span. The correct 
coverage of a period would be something iike 
studymg the rule of Emperor Cassilor and ali 
lands touched by liis milltary program, or 
studying the general history of Ihe Tegran 
limpire up to the wars of domination by said 
hmperor Cassitor. 

The t haracter has a familiaritv with the 
events, legends, important individuals, cus- 
toms, iocations, crafts, and other such infor- 
mation pertinent to the specified period. A 
proficiency check is required whenever the 
character wants to fcnow something specific. 
If the rharacter Ls achially in the time in ques- 
tion, a working knowledge of basic social cus- 
toms and political issues is assumed. 

Future history can be learned in any three 
ways The tirst is through the teachings ot 
someone eise, like another chronomancer. 
TraveLing to this future land and studying it 
lirst hand alsogrants liie requirecl proficiency. 
And finalty, the character miglit be able to 
obtatn a history book covering thLs era trom 
further in the locale's future. 
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Prophecy 


Languages, Future 

A character with this proficiency may inter- 
pret withoLit error a written work from a 
specified period or, if operating within the 
period, may speak the language fluently. The 
character must first he able to speak a modern 
antecedent of the language before learning 
the future version of ü. r TTiis proficiency can 
only be learr>ed through study in theappro- 
priate time period or thxough the teachings of 
another with the desired knowledge. 

For example, Articus knows the regionaJ 
human tongue, as weU as the languages of the 
elves and the dwarves. He also lins the future 
languages proficiency covering the age of dis- 
covery; Traveling to tliis future age, the changes 
in the languages he knows present no prob- 
lem, and he is able to speak the dialects with 
ease. While there, he also encounters a gnome. 
Since he did not know the gnomish language 
to hegin with, his training in future dialects 
does not heip him. 

Ttme Sense 

The character witii this proficiency has an 
inner dock which ailows him to keep track of 
the time without the aid of devices or astro- 
nomical sightings (the sun or stars), A suc- 
cessful check means that the character can 
estimate the tirne passed since the last verifi- 
able time check within 3dl0 minutes. 

For every 24 hours that the character is 
without a verifiable source, tliLs dieck must 
be made. Faüure mearts that the character is 
off by 1-2 hours. The character knows some- 
thing is wrong, but thal's still his best guess. 
Subsequent checks are made using previous 
guesses as a base. 

This ability can also he used to awaken at a 
certain time An additionaJ -1 modrfier is 
applied when attempHng this, Failure means 
oversleeping by one hour for every point by 
which the check ls missed (up to four hours). 


This can be used to analyze prophecies for 
liidden meanings and validity or to construct 
a prophecy of the chronomancer's own. If 
confronted with any portion of a prophecy a 
successful clieck aierts the character. 

To analyze an existing prophecy, a certain 
amount of research is necessary This depends 
greatly upon the particular prophecybat 
should entail ldö days of research. Once this 
has been completed, the character inakes five 
proficieney checks. Tlie first determines whicK 
pieces of the prophecy are important. The 
next helps the character decide just how far 
this prophecy reaches (wliether it involvesa 
single town or could affect an empire). An* 
otlier check tells the character the state nf the 
prophecy's timing. The next check reveals 
how the prophecy siiould condude. The finaJ 
check tells vvho is behind the prophecyor 
approxima tely where a certain person or 
group fits in (that a inajor memher of the 
prophecy must play the part of Uie king's 
advisor in order for it to work r for example). 

If any check (roiled bv the DM) is failedbut 
Lhe roll is less tlian 20, no conclusion canbe 
reached, and no further rolls can bemade. 
Further research (sav another Id4days)al- 
lovvs the diaracter to pick up at the failed pn> 
ficiency check and proceed until anothet 
laüure forces more research. 

If the check roll is a 20, the errorisnot 
caught, t ind tlie character proceeds with othrr 
roüSy all of which are wrong since Üiey are 
based on faulty assumptions. 

Once all of the rolls have been made, the 
character may make an additional dieck ata 
-2. This check should gi\ r e thecharaetera few 
ideas un how to help or hinder Lhe prophecy 
(at Ihe DM's discretion, of course). 

This proficiency can also be used tocoffl 
struct a prophecy. I hree checks are necessaiy 
for Lhis to work To use it, r the character must 
first have sorne actual knowledge of thcevent 
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to be prophesied. For every 20 vears in the 
future the event is, a -1 penaity applies. 

The first check gains the player some idea 
from the I5M on motivations for the peoplc 
affeeted by the prophecy (why they would 
want to remember and believe in it). A second 
check, aiong with proper action by the charac- 
ter (like presenting to the king a magical 
sword that is predicted to kill a dragon), 
establishes the actual beginning of the pro- 
phecy. A third check evaJuates the work done 
and finds the weakest spots. If detaüed, first- 
hand knowledge of the futurè is used, the 
checks are made witliout the -1 modifier. 

The character can use this skili to solve a 
prophecv set forth by the DM. Wits and good 
role-playing can help. Conversely, when inak- 
ing a prophecy, the player should actually 
write it down, ieaving it for the DM to misin- 
terpret as he likes. 


Spells 

As described abovc, most chronomancy 
spells are beyond the ability of nonchrono- 
mancers. They s imply cannot be cast by any othèr 
sorl ofwizard. This is due to the fact that many 
of the spells have been tailored to deaJ specifi- 
cally with Temporal Prime, a state of reality 
that takes a chronomancer vears to even par- 
tialiy understand. 

To be sure, there are some chmnomancer 
spells that can be cast by normal wizards, but 
these have aiready filtered inlo the regular 
speli lists. Treat these spells as one level lower 
when being memorized by a chronomancer. 
Casting times do not ehange. 

The chronomancer's spell list is shown on 
Table 21. It takes these level reductions into 
account, as weil as all of the new chrono- 
mancer spells described later. 



Table 21: Chronomancer Speli List 

Level One 

Level Four 

Level Seven 

Delav Imcige 

Extension 1! 

Permanenctf 

Petect Temporal Anomaly 

Pmphecy 

Temporal Eye 

Lasting Brealh 

Temporal Push 

Wesley's Ddayed Damage 

Slow Mefabolism 

Timehenl 

PrecogniHye Sonse 

Wesley's Temporal DisjuncÜon 

Level fIght 

Level Two 

Level Flve 

Accelerate Ltfeline 

Accderate Plant Gnwth 

Acceierate AnimaE Growth 

Forcsighl 

Ttem Supercharger 

Alacritv 

Articus J s Devolutionarv Warrior 

Tcniporul Stasw 

Alternate Reality 

Create Slrpgate 

Tlmereaver 

Haste 

Extcmion IJl 

Time Stop 

OféSounding 

Temporal Wall 

Preserv'e 


Level Nlne 

Slour 

Level Six 

Major Paradox 

Sever I .Ueline 

Time^lip 

C on ceal Tcm pora 1 A n c vma 1 y 

Level Three 

Magic Manager 

Tempora 1 ShdJ 

Arricus's Melee Manager 

Paradox 

italkizcd spelk are from Ihe Phiyci < 

Extmmon i 


Htmtihpflk. Bold speJlsare from the 

Life Tether 


Tomc af Magk\ 

Minor Pâradüx 

Pltmi Grouih 

Time Snare 
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Slow MetaboHsm (Reversible) 

Range: Touch 
Components: V, S, M 
Duration: Spedal 
Casting Time: 1 round 
Area ofEffect: 1 creature 
SavLng Throw: Neg. 


First-Level Spells 

Delay Image (Reversible) 

Range: Touch 
Components: V, S 

Duration: 5 rounds + 1 round/level 
Casting Time: 1 
Area of Effect: 1 creature 
Saving Throw: Neg. 

When delay ittiage is cast, the recipient is 
surrounded by a Ürin magical aura that bends 
time slightly, causing the person's image to 
appear one second behind actual motion. This 
gives a -2 to the creature's AC, and +1 to 
saves against direct magical attacks. 

Tlie reverse of this speli, advance iittage, cre- 
ates a false image half a second ahead of the 
target. This adds a +1 to its THACO, as oppo- 
nents misjudge his blows. 

Tliis spell can be used in conjunetion with 
other annor-class-affecting spells, but it is not 
cumulative with itself. A saving throw vs. 
spells is required from an unwilling target. 

Detect Temporal Anomaly 

Range: 0 

Components: V, S 
Duration: 2 rounds/level 
Casting Time: 1 
Area of Effect: Special 
Saving Throw: None 

When this speli is cast, the chronomancer is 
attuned to turbulence in the timestreamand 
can scan a 90-degree by 90-degree area (one 
eighth of a sphere) every round. After locating 
an anomaly, the severity can be determined by 
another round of concentralicm. The wizara 
has a 5% chance per level to recognize the 
cause. On Temporal Prime, distance is not a 
factor, and the spell detects the nearest turbu- 
lence in anv scanned direction. On the Prime 
Material, the range is 30 vards per level. ln 
either case, sight Ls also a limiting factor. 


When plaeed upon a creature, this speli can 
drasticaily increase the length of time required 
between meals. The recipient only requires food 
and drink once every 12 hours per the chrono- 
mancer's level, up to 7 days. Also, if the creature 
has been poisoned, this spell slows the onset by 
one Inour per level (assuming the fuil effect of 
the poison has not already taken place), but a 
cure still needs to be found. The material com- 
ponent is a smali wafer tliat the recipientcon- 
sumes. No saving throw is required. 

The reverse of this spell, speed metabolism, 
requires an attack roll. it quicklv weakens a 
creature trom lack of food and water. if a save 
vs. death magic is failed, reduce the target's 
Constituüon and Strength bv 1 point for every 
twö. levels of the chronomancer (minimum of 
1), untiJ the victim eats. This does not kill the 
victim unless the loss of the Hil Dice modifier 
drops it below 0 hit points. The materiaJ com- 
ponent for the reverse is a piece of spoiled food 
that is hurled at the target. 


Upon casting Ihis spell, the chronomancer 
may gain general knowledge of a single event to 
come. The event must affect the casfer in some 
way. (An event Ihat would affect another char- 
actèr in tlie party migiit count, especially if the 
chionomancer relieson otJier party members for 


rrecognltlve Sense 

Range: 11 

Components: V, S, M 
Duration: Instantaneous 
Casting Time: I round 
Area of Effect: The caster 
Saving Tlirow: None 
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snfetv) The chronal range is six hours into the 
fufure per level of the chronorrtaricer, and the 
spelt centers on the most important eveait dur- 
ing that time Informatxon is frequently mislead- 
ing—the caster might discover that gambling 
will bring good fortnne, orüy to discover after 
losing 50 gp that the winner wishes to hire him 
for an adventure—and theré is alvvays a 10% 
chance that the information is wrong. 

The material component is a piece of rose 
quart? held to the chronomancer r s forehead. 

Second-Level Spells 

Acceierate P \anf Growth (Reversible) 

Range: 10 yards/level 
Componenfe: V # S, M 
Duration: Permanent 
Casting Time: l turn 
Area of Effect: Special 
Saving Throw: None 


When this speil is cast, it manipulates tirne 
to accelerate the aging of plants. This does not 
allow them to grow beyond their natural size. 
The area of effect is up to a maximum of 100 
square feet per caster's level, and the spell can 
affect all plant life or be limited to affect only 
one type of plant in that area, The caster can 
accelerate the growth of plant life by up to 
one month per level. The actual amount of 
aging (to the nearest week) must he decided 
before the spell is cast. Aging occurs at a rate 
of one month per tum, If the nortnal cycle of 
the plant is exceeded (for a seasonaJ crop or 
biannual fluwer), the plant life withers and 
dies. This spell is in high demand when early 
winters or harsh summers tJireaten crops. 

A material component is necessarv unly if 
the caster wishes to affect one type of plant A 
sample of that plant type is then required. 

The reverse of this spell, irrerse plani growth, 
cannot bring back plants that have completely 
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Freserve (Reversible) 

Range: 10 feet per levei 
Gomponents: V, S, M 
Duration: 3 months/level 
Casting Time: 1 round 
Area of Effect: 25 cu. ft,/Ievel 
Saving Throw: None 


dit'd. 1t can reverse the aging of live plants by 
up to oni’ month per level of the chrono- 
mancer, the total age'reversed being set before 
the spell is cast. Reverse aging occurs at a rate 
of one month every two tums. A popuiar use 
is to get second harvests, but this can only be 
done with plants that exist year round (fruit 
trees, berrv bushes). The samc ruie on mater- 
ial components applies. 

Llfe Soundlng 

Range: Touch 
Components: V, S, M 
Duration: Instantaneous 
Casting Time: 2 

Area of Effect: Creature touched 
SavingThrow: None 

When life sounding is cast, the chronomancer 
establishes a temporary lirtk to the subjeet's 
lifeline. A magical puise is sent along the line 
in both directions, reflecting back whenever ii 
reaches the points of the recipient's birth and 
death. 

Using the eeho prindple, the chronomancer 
acquires a general idea of the length of the 
lifeline in each direction. If the subject's age is 
known or can be guessed, it is then a simple 
matter of ealculating the ratios to discover 
with fair accuracy how much life the person 
has left. 

After 6th Ievel, the chronomancer acquires 
an innate feeling for the spell's mystical echo 
and can instantlv know the subject's age, as 
weli as how rnuch life it has left, without hav- 
ing to make any calculations. A saving throw 
is not permitted, but phvsical contact must be 
maintained throughout the casting. The sub- 
ject would have to be either willing or unable 
to struggle awav. 

The malerial component necessary for a life 
s ottthiing is an unbiemished silver weight on a 
l-foot length of silver chain. Tlie weight inüst 
be replaced with a frésh silver weight after 
every casting. 


By use of the preserve spell, the caster can 
hait the decay (including shelf ripening) of 
any noniiving matter. In the case of food or 
drink, the substance must first be placed in a 
closed container of some kind. Tlie presenv is 
dispelled when the container is opened. For 
other material, the spell runs its full duration 
unless dispelled by son\e other means. 

The material component required is a small 
vial of salt, seaied with wax. 

The reverse of this spell, decay, causes imme- 
diate decay equal to one month per levei of the 
chronomancer. Tlie material componentre- 
quired is a pinch of dung or mold. 


By means of a limestip speli, the barrier be- 
tween reality and Temporal Prime is thinned, 
and the chronomancer instantly slipsbetween 
the two. Any creatures ititending to attack 
someone who manages to thncslip away first 
lose their attacks for that round. Slipping into 
Temporal Prime plnces the chronomancer and 
his compartions immediately downstream of 
their Ufelines (add one round to thecasting 
lime for each companiön). I.ifelines trail off 
into the silver mist that surrounds them. If 
tliere is heavy t-urbulence in the area, th,e trav- 
elers are displaced slightly so Ihat they are 
reiativeiy safe. 


Tlmesllp 

Range: 0 

Componente: V, S, M 
Duration; Instantaneous 
Casting T’ime: 3 rounds 
Area of Effect: Speciaf 
Saving Throvv: Neg. 
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r VVhen slipping back from Temporal Prime, 
the caster musf focus on a lifeline to make the 
connection with reality. The chronomancer 
ends up within ldl0 niUes of the creature that 
lifeline corresponds to. This feature also helps 
the chronotnancer who wishes to intersect a 
specific lifeline. 

Afi the chronomancer is wearing or carry- 
ing slips with him, up to a maximum of 25 
pounds per levei. Also, for every two levels, 
the chronomancer may slip one additional 
person along on the trip. If the target is reluc- 
tant, a saving throw vs. spells negates the 
entire spell. 

The materia! componertts for this spell are 
a diaphanous square of fine silk and a small 
piece of basalt. 

Third Level Spells 

Articus s Melee Manager 

Range: 60 feet 
Components: V, S, M 
Duration: 2 rounds/level 
Casting Time: 4 
Area of Effect: 1 creature 
Saving Throw: None 

By use of this speil, the chronomancer 
manipulates time so that the recipient gains 
more use out of a single combat round. The 
creature does not move faster, but this extra 
time grants several bonuses. The creature 
gains one extra melee attack for every five 
levels of the chronomancer (up to four total 
attacks). Also, a-1 adjustment is applied to 
the creature's inifiative roll, surprise roll, and 
Armor Class due to the extra attention that 
can be paid to these details. 

The material component required is a drop 
of mercury- This spell is not cumulative with 
itself or anv other spell granting extra attacks, 
AIso, il does not allow for casting of more 
than one spell per round, or the use of more 
than one magical item. 


Llfe Tether 

Range: Special 
Components: S, M 
Durafion: 5 rounds/level 
Casting Time: 3 
Area of Effeet: 1 creature 
Saving Throw: Neg. 

When this spell is cast on an Lntelligent 
creature, it fastens a magical teiher to the 
creature's liteline. The creature must be close 
enough for the chronomancer to recognize it 
by sight, and it can save vs. spells to avoid the 
effect. This sets the range at 60 yards. Items 
such as tyes of the eagie would extend this 
range, but the psionic power Ciairvoyance or 
any tvpe of scrving device would not. 

lf the chronomancer slips to Temporal 
Prime, he appears next to the creature's life- 
line. The tether is seen as a thin white cord 
linking the two. As with timesltp, a large 
amount of turbulence may dispiace the caster, 
but he remains tethered to that lifeline. 

If tife tether is cast directly on a lifeiine, no 
save is permitted. blipping back to reality 
places the caster within 1dl 00 x 10 yards of 
the creature. A dctect temporal anomaly leads 
the chronomancer right to the tethered crea- 
ture. This application Ls usefuJ for fitiding out 
whoa particular lifeline belongs to. 

The material component is a 1-foot length 
of cord braided with strands of silver. 

Mlnor ParadoM 

Range: 0 

Components: V, S 
Duration: Instantaneous 
Casting Time: 1 round 
Area of Effect: The caster 
Saving Throw: None 

When this spell is cast, the ähronomancer 
may take back an action performed within the 
last five roimds or insert an additional action 
if timing permits. Thi‘ caster could take back 
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something said or decide not to kiss the king's 
daughLer. He could not insert another attack 
into a combat round, but could insert one into 
the round before combat. The number of 
rounds back that the caster can affect is equal 
to twice his ievel. If an action is taken back 
that would've prevented combat (insulting 
the goblln king) or another major event, the 
caster and Dungeon Master must work out a 
reasonable course of events that wouid make 
up for the lost time. 

Time Snare 

Range: 60 yards 
Components: V, S 
Duration: Special 
Casting Time: 3 
Area of Effect: 1 creature 
Saving Throw: Neg. 

Upon casting this spell, the chronomancer 
creates a time loop in the creature's mmd 
that causes it to repeat this round's action 
indefinitely. If the creature attacked, it 
attacks the same person again. If it drank a 
potion, it drinks from the sarne bottle again, 
Even if something happens to prevent this 
attempt (the opponent is dead, or someone 
takes the bottle away)# the subject still strives 
to repeat its last action. The victim gains a 
save vs. spells at the end of everv round H is 
affected by fhe speli, until the loop is broken. 
Starting with the second saving throw, the 
creature gains a cumulative +1 bonus every 
round, 

Fourth'Level Spells 

Propliecy 

Rangc: Touch 
Components: V, S 
Duration: 1 tum 
Casting lime: 1 round 
Area of E ffect: The caster 
Sa\'ing Throw: None 


When this spell is cast, the chronomancer 
enters a trance and, through visions of the 
future, atternpts to divine an important event 
that shall come to pass. The event must di~ 
rectly affect Üie person touched, and this per- 
son cannot be the caster The vision fades out 
and returns several times over the spelTs 
duration, and much of it is vague and open to 
interpretation. 

A caster cannot cast this spell more than 
once to prophecize the same event—al least 
not until the character reaches his next leveL 

At TOth levèL the chronomancer may at- 
tempt to divine a prophecy concerning an 
event affecting a location on the grand scale 
of a town or kingdom. There is a low proba- 
bility that this succeeds (ordv 1% per level of 
the caster), but the attempt ean be made once 
per day. 

Tlie material component for the first ver- 
sion is thc root of a plant with haUudnatory 
properties. For the second version, a gem 
worth 5,000 gp must be buried near the center 
of the location. This spell leaves £he chrono- 
rnancer physically drained and unable to 
move for ld4 hours. 

Temporal Push 

Range: 11) yards + 5 yards/level 
Components: % S 
Duration: Instantaneous 
Casting Time: 4 
Area of Effect: I creature 
Saving Throw: Special 

Upon casting temporal push, the chrono- 
mancer opens a partial süpgate to Temporal 
Prime and attempfcs to force a creature through 
if, This slipgate is not fully formed, so the 
subjeel automatically slips back lo reality at a 
later time. Tlie creature is thrown forward up 
to i round plus 1 round per level of the chro- 
nomancer. The amount must bc decided 
before the speli is cast The spell removes thc 
creature fronl realitv for a Ümited time, allow- 
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ing the chronomancer to deal with other 
problems or prepare a welcome for the return- 
ing creature. The affected creature is aware of 
no passage of time. Everything seems to sud- 
denly shift about. If a physical presence ts 
occupying the space to be returned to, the 
creature is dispiaced slightly on return. 

At the time of the casting, both the caster 
and target make Wisdom checks. For every 
pointby which the chronomancer succeeds, 
add 1 point to the target's roll (maximum of 
+4). If the chronomancer fails the check or the 
target succeeds (after penaities), then it is the 
chronomancer who is pushed througli the 
slipgate. 

Tlmeheal 

Range: Touch 
Components: V, M 
Duration: Permanent 
Casting Tmie: 4 
Area ofEffect: 1 creature 
Saving Throw: Special 

This spell takes the creature it was cast 
upon and pushes its body backward in time 
to a point at which it was tn better heaith. This 
simulates a heaiing ability without using cier- 
ical powers. Time is of the essence when 
using this spell, though, as the farther into the 
past the bodv is to be pushed, the greater the 
chance of failure. 

The caster is able to push the body back one 
minute in time for everv level. For example, a 
9th-level caster is guaranteed to restore a per- 
son to the state of health its body was in up to 
nine minutes ago. For evcrv additional minute 
that the caster attempts to push thc bndv back- 
ward in time, there is a cumuiative 5% chance 
of failure. 1.1 the 9th-level caster tried to use 
this speli to heai a warrior wounded just 
under 20 minutes before the spell was cast, 
that would be 11 minutes further than he 
could guarantee success, so the spell wi>uld 
have a 55% chan.ce of failing. 


Multiple timcheals cannot be cast to increase 
number of minutes that the caster can guarantee 
pushing the body backward in time. The 9th- 
level wizard cannot cast three coasecutive time- 
heals to push the patient back 27 minLites in 
time. Tliis is because the caster is actually bring- 
ing the patient's past body into present with 
each casting. Each time the spel.1 goes back only 
nine minutes, and it brings back the same body. 

Timeheal cannot recall a spirit from death 
and therefore is only useful on a still-living 
character. A dead body that has timeheal cast 
on it may be entirely "healed, bui it remains 
dead, as the body's spirit has fled. If the spirit 
can somehow be reunited with the body, 
though (sav through raise dead), the patient 
will then L>e alive and as well as the timeheal 
can make him. 

Timeheal can also be used to hurt an oppo- 
nent that has just healed itself. In this case, the 
caster must successfully touch the target 
(with an attack roll), and the target gets a sav- 
ing throw vs. spelis, Any healing (or damage) 
dtme to the target since the moment that the 
body was drawn from is negated, but all of 
the damage the body had at that point is 
immediateiy reapplied. The resources used to 
heal the target are entirely wasted. The stan- 
dard chances of failure still applv. 

Wesley’s lemporal Dls|unction 

Range: 60 yards 
Components: V, S 
Duration: 1 d 10 + 5 davs 
CastingTime: 1 round 
Area of Effect: 1 creature 
Saving Throw: Neg. 

When this spell is cast, the affected creature 
loses any sense of time. Il is perpetiiafly late, 
Linable to function under any time restraints. 
Thisspell is merely an annoyancé untess 
accurate timing is crucial. Creatures afflicted 
by this spell iuitomaticallv lose initiative and 
are always surprised if attacked from stealth. 
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In combal; creatures with multiple attacks 
automatically lose one attack, and leaders are 
unable to follow a battle plan that requires 
accurate timing* A saving throw vs. spells 
negates the spell. 

Against a chronomancer or creature of 
Teniporal Frime, this spell is particularly 
etfective Any chronomancer under the dis- 
junction who attempts to cast a timt^affecting 
spell automatically fails. A native creature of 
Temporal Prime also loses any time-related 
abilities and suffers ld6 points of damage r 
plus 1 point for evcrv two levels of the caster. 
In both cases, anv abüity (natural or spell 
effect) to slip between realjty and Tempitra! 
Frime is losL Chronomancers and Temporal 
Prime creatures gain a +1 to their save P 

The time dimensional is the hardest hit by 
the d isjunclton. In addition to the above 
pena lties, it loses the ability to slip in more 
copies of itself. 


Flfth Level Speils 

Accelerate Animal Growth (Reversible) 

Range: 10 feet/level 
Components: V, S, M 
Duration: Permanent 
Casting Time: 2 rounds 
Area of Effect: 1 animal 
Säving Tlirow: Neg. 

Upon casting this spell, the chronomancer 
manipulates time in respect to a creature of 
animal Inteliigence (1). A creature ages up to 
one month per level of the chronomancer Tlie 
amount of aging must be decided before spell 
is cast Aging occurs at a rate of t>ne month per 
Ixirn. The creature must make a system shock 
check at 85% (+1%/Hit Die of the animal, to 
99%) or die within ld4 rounds. Any actions 
(combat, flight, and so on) the crealure takes 
during the process occur at lialf ils normal abil- 
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i ity(altacks as if at hâlf its Hit Dice and loses 
haif its attacks, move base is halved, and so 
on), This spell does not allow the creature to 
exceed its naturai size. 

The material component necessarv for this 
spell is a pieee of bio-matter from the type of 
animal to be affected, If the chronomancer 
iouches the animal during the spell, no mater- 
tal component is required. 

Thereverse of tliis spell, reverse tmimal gmwtli, 
reduces theage of Ihe affected creature by up to 
one month per caster's level to a minimum age 
of one month. Tlie amount of change nuist be 
dedded before the speil is cast, and the reversai 
occurs at a rate of one rnonth every two tu rns. 
Therules for the material component are tlie 
same. 

Afticus s Oevolutionary Warrlor 

fenge: 20 yards 

Components: V, S, M 

Duratioru 5 rounds +1 rnund/level 

Casting Time: 5 

Area of Effect: 1 human, demihuman, or 
humanoid 

Saving Throw: Neg, 

When this speli is cast, tlie evolutionary dock 
öf the affécted being is reversed, and its fighting 
ability is increased at the cost of its mtnd. The 
xecipient gains I d6 in Strength, Dexteritv, and 
Constitution (maximmns of 19), wliile losing 3d6 
inintelligence, Wisdom, and Charisma (mini- 
mums of 1). Nails and teeth become sharper and 
usablt’ as weapons. Tliere is a marked increase in 
body hair, and body changes tnighL be noticed 
(longerarms, hunehed posture). Atany Inteili- 
gence beiow 5, the creahire shuns weapons for a 
ciaw/daw/bite attack (Id2/ld2/ld4; if a crea- 
tuxealready had these attacks, add +1/+1/+2). 
The target must make a system shock dieck or 
remain in tiiis devolved statc. A saving throw vs. 
spells is grantcd if tlie target is unwiliing. 

For an unknown reason, Arttcus’s cievolution- 
ary warrior does not work on elves. Most chro- 


nomancers believe clves vvere created whole 
without evolufion, rather than wiLh an innate 
resistance. Half-elves gain 1 d3 in Strength, 
Dexterity, and Constitution and Iose oniy 2d6 
in Wisdom, Intelligence, and Charisma. 

The material component for this speli is the 
tooth of a gorilia or camivorous ape. 

Create Sllpgate 

Range: 5 yards/level 
Components: V, S, M 
Duration: Permanent 
Casting Time: 1 iiour 
Area ofEffect: 20 sq. I t. 

Saving Throw: None 

Upon casting this speli, the chronomancer 
twists fiie momentum of time to create a per- 
manent gate between reality and Tempora! 
Prime. The sfipgate is totally fiat, but it can be 
m any configuous shape the caster desires, up 
to 20 square feet in area. Care must be exer- 
cised, since denizens uf the timestreams are 
attracted to this portai and may be Iving in 
wail on Temporal Prüne or possibiy even come 
through into reality. Slipgates are a liability as 
much as a convenience. 

The niateriai component for this spell is a 
diamond wortli 5,000 gp thal has been on Tem- 
poral Prime for over one subjecfcive day. The 
caster must make a save vs. spells once the 
speli has been cast. Failure indicates that the 
slipgate coliapses. Tlie diamond is destroyed in 
the process. 

Temporal Wall 

Range: 30 yards 
Components: V, S, M 
Duration: i turn + I round/level 
Casting TLme: 5 

Area of Effect: Up to 10 sq. ft./level 
Saving Throw: Special 

Temporal waii creates a thin barrier com- 
posed of the mist-smoke of Temporal Prime. 


Chronomancy • 49 













Tht' wall cannot be moved once created, but it 
can be shaped in any way (drcles, domes, and 
so on) and placed anywhere within the spell's 
range, Anyone trying to pass through this 
waLl in either direction suffers the effects of 
two cumulative s!ou> spells and a Wesley's tem- 
poral disjunction. Creatures can save vs. speüs 
(once each) to avoid the effects of the slow 
spells. Missiies, breath weapons, and spell 
effects are also slowed by the wall, ailowing 
victims a Dexterity checic to reduce damage 
by half. 

Dispd magic cannot destroy this wall, but 
any sort ot magical items which destrov 
magic can affect this spell. Pass wail, dimension 
door, leieport, and other traveling spells bypass 
the wali. 

The material coniponent is a strand of web- 
bing from a vortex spider’s web. 

Slxth-Level Spells 

Conceal Temporal Anomaly 

Range: 10 vards/level 
Components: V, S, M 
Duralion: Permanent 
Casting Time: ld4tums 
Area of Effect: i anomaly 
Saving Throw: None 

Thc caster splits the flow of time around a 
temporal disturbance. This reduces the turbu- 
lence it causes and shields it from magical 
detection. A deled tcmporal aiuvnnhj (or an item 
with the same effect) has any chance of detect- 
ing the hidden effect, but the base chance Ls 
lowered to 25%.. Other deteclion spells {true 
seeing, detect irwisibiiity, etc.) also have a 25% 
chance to detect the anomalv, but those umniti- 
ated in the mysteries of clironomanCV are 
unlikely to know what Lt is thev are seeing. 

Vortices can be hidden in this way, but tLie 
forees involved become extremely hazardous. 
A chronomancer must check against Wisdom 
at -4. Eailure destroys the vortex, ages Lhe 


caster ld20 years, and reduces tlie caster's 
Wisdom permanently bv 1 point. 

The material component is a glass bulb 
filled with the blood of a vortex spider. This 
spell cannotbe used cumulatively with itself. 

Magtc Manager 

Range: 0 

Components: V, S, M 
Duration: 1 round/2 levels 
Casting Time: 6 
Aiea of Effect: The caster 
Saving Throw: Neg. 

This spell delays the time normally spent 
each round recovering from the effects of 
spellcasting. This allows for multiple speil- 
castings, but 2 rounds of rest are required 
after the magic manager’s duration ends, dur- 
ing which the caster can perform no casting 
or combai actions (drinking potions and mov- 
ing are allowed). 

The round after tliis spell is cast, the caster 
rolls initiative and adds the casting time of 
whatever speil he wishes to cast. At that speLI's 
conclusion, the chronomancer rolls another 
IdlO (to assess the situation and choose a new 
spell) and adds the next casting time. When 
the total readies 30 or a multiple of 30, a new 
round lias begun. 

Tliis method is used l'or the duration of the 
spell or until the dironomancer stops casling 
spells. If the chronomancer performs an action 
other than casting spells at any Lime, the 
actiun takes place in the following round, and 
then the count starts over again the round 
after that. 

For example, assume a chronomancer casts 
3 spells in a row, with casting times of 5, 4, 
and 6, and roLis initiatives of 9, 1, and 7. Two 
spells are cast in the first round (t(>tais of 14, 
then 19), and the third spell is cast in the sec- 
ond round with an Lnitiative of 2 (32 total - 
3Ü). The chronomancer then decides to drink 
a potion. The potiun is imbibed in round 3, 
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and tht 1 chfönomancer may start casting speLls 
again in round 4, 

Orily spetls of 4th level or lower can be cast 
while using the magic manager, and no spell 
can be cast more than once while the spell is 
stilJ running* Doing so ends the magic man- 
agcr' s effect 

The material components are a huniming- 
bird's tongue and some poppy seeds. 

Piradox 

Range: 0 

Gomponents: V # S 
Duration: Instontaneous 
Casting Time: 1 tum 
Area of Effect: The caster 
Saving Throw: None 

When pnradvx is cast, the chronomancer may 
alter a minor event from his past that may 
affect the present. Sucli an event couid be ex- 
ehanging one memorized spell for a more use- 
ful one, having bought a cask of ale Lnstead of 
a eask of oil, or deciding that, instead of insult- 
ing the orcs 1 chieftain (who has been harboring 
a grudge, and now the characters need his 
help), the herous insulted their finest warrior 

The event to be changed should not be 
more than three hours in duration, and it 
must be something that was personally done 
hy the chronomancer, or something the chro- 
nomancer could have influenced. (Perhaps a 
thief actually rnade the insuit, and the chrono- 
mancer uses paradox to explain it awav at the 
expense of the orc warriot) Something shouJd 
always be given up when this speli is used. 
Tlie chronomancer can change an event as far 
back as one month, 

It is the Dungeon Master's call as to how 
the change proceeds forward, if at all. Often, 
things will not work L*uit as neatlv as the 
caster might hope, The orc chieftain could stili 
bear a grudge (that the warrior was insulted), 
and the warrior might wish now for personal 
satisfaction. 


Seventh-Levet Speüs 

Temporal Eye 

Range: 0 

Components: V, S, M 
Duration: 1 turn + 2 rounds/level 
Casting Tirne: 3 hims 
Area of Effect: The caster 
Saving Tlirow: None 

This spell aüows the caster to scry people 
or places in other times. Tlüs operates through 
the chronomancer's mind, and any innate 
abilities or permanent spcll effects placed on 
the caster apply, The spells comprehcmi lan- 
guages, read magic f and infmviskm work through 
tempara! eye. Tongues, detect magk, deteci good/ 
evil, and message liave a 5% chance per level of 
the chronomancer of working GOrrectly Locate 
öhjectj âominaHon, suggestion, and true seeing 
have a 5% chance per 2 levels of the chrono- 
mancer of working correctlv. 

The chance for scrying success, as well as 
the chanee for detection, are the same as those 
for a aystal bali Scrying into a different time 
offers no further penalty. In any case, a detect 
scrying detects a temporal eyt\ 

There are rnany materiais required. Tlie eye 
of a far-secing creature (eagles or hawks do 
nicely) is held in the Jeft hand, ßloöd from a 
temporal dog is mixed wüh a concoction of 
alcohol, sadium, and strychnine Finally hun- 
dreds of strands must be collected from Tem- 
poral Prinie, enchanted, and woven into a veil 
worn over Lhe face. AIJ items are destroyed 
except the veil, which may he reused. 

Wesley s DeUyed Damage 

Range: 0 

Cornponents: V # S 

Duration: 1 tum + ldlö rounds 

Casting Tiine: 7 

Area of Effect: The caster 

SavingThrow: Nonc 
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This spell creates a field of temporal flux 
about the caster. Ttiis field intercepts physical 
attacks and shifts all or part of the effects into 
the future, alJowing the chronomancer time to 
prepare. Tlie magnitude of the shift depends 
on the type of attack. 

If the attack does physical damage, half the 
damage is applied immediately, and the other 
half is put off for the duration of the spell. 
This delays the need for healing, but chrono* 
mancers are cautioned not to lose track of the 
time since casting. After the first turn, the 
spell could expire at any moment, and alJ 
deferred damage is then applied at once. Tliis 
could easily kill the caster. Healing potions 
and spells are applicd first to received dam- 
age, then to deferred damage. 

If the attack produces a spell effect (impris- 
omni’itl and energi/ drain do no phvsical dam- 
age bul require a touch), then the spell's effect 
Ls delayed for half the remainder of the spell's 
duration. Anv preventativeaction taken (the 
chronomancer casting freedortt before the 
mprisomneni takes effect, for instance) negates 
the upcoming effect. 

This spell cannot be used in conjunction 
with anv cmtiugency speils. Any spell of this 
nature placed on the chronomancer dispels 
Wesley's delayed damage aulomatically. 

Elghth-Level Spells 

Accekrart Llfeline (Reversible) 

Range: Touch 
Components: V, S, M 
Duration: Permanent 
Castmg Time: i round 
Area of Effect: 1 creature 
Saving fhrow: Neg. 

This spell speeds the aging process of any 
creature of InteLligence 2 or greater. The crea- 
ture ages up to one year per level of the chro- 
nomancer The exact amount musl be set to 
the nearest month before the spell is cast, 


Aging occurs at a rate of one year per turn. A 
system shock roll is required. While undergo- 
ing the change, any action attempted is per- 
formed at one-half normal abiiity. 

The material component is a small piece of 
polished amber and an ounce of ichor from a 
tether beast. The affected creature must be 
touched, and it receives a saving throw vs. 
death magic if unwiliing. 

The teverse of this spel!, rerierse Hfdine, can- 
not bring back the dead, but it can reduce the 
age of the recipient by up to one year per level 
of the caster. Age reduction occurs at a rate of 
one year per turn, and a system shock roll to 
avoid death is required.The creature must 
still be touched, and it receives a save if un- 
willing. The material components are the 
same as above, plus a cup of pure spring 
water subjected to Temporal Prime for one 
subjective dav. 

Item Supercharger 

Range: Touch 
Components; V, S, M 
Duration: Permanent 
Casting Time: 8 
Area of Elfect: 1 item 
Save: None 

This speli attempts to alter the salient abili- 
ties of a magical item. This attempt mav be 
made only once per itern, and there is a signil- 
icant chance of ruining the affected Item for- 
ever. Use the following table to figure the 
chance for failure. 


Table 22: Item Supercharglng 


Item 

Frequency 

Duration 

Potion 

-- 

75% 

Ring 

40% 

35% 

Rod 

40”/., 

20% 

Staff 

l0"/i> 

35% 

Wand 

15% 

10% 

Misc. 

50% 

35% 
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Frequency is the number of times per day 
the item can be used, or the reeharge time 
required between uses. When tlris ability is 
dianged, uses per day are doubled or the 
recharge time halved. The recharge time of a 
ringofblinking goes from six turns to tiiree. 

Duration is how long the effect is operat- 
ing. Aitering this doubles the duration. Wings 
offlying could now be used for 16 turns at 
speed 12, Lnstead of just eight tums. 

The material component is an ounce of 
mercury. 

Timereaver 

Range: 1 yard 
Components: V, S, M 
Duration: Permanent 
Casting Time: 3 tums 
Area of Hffect: 10-foot radius 
SavingThrow: Neg. 

This spell sends those within its area of 
effect backward or forward m time, up to ßve 
years per the caster's level. In effect, it encases 
thoseaffécted in a nuli-üme bubble and pushes 
them intn Temporal Prinie. The bubble then 
movesalong the timestream, reenters reality 
at the desired lirne, and releases the travelers. 
To the travelers, no time has passed. 

This is the only wav a chronomancer can 
causeothers to travel extensively throughout 
timc without actually accompanying them. 
Thiscan cause a real probiem forsubjects that 
end up in another time with no way back, Of 
course, if they happen to eause enough trouble 
to thenatural order in their new time, the 
Guardians may show up and give them a free 
ride home. The person who sent tliem tliere is 
likelv in for a \ isit then, too. 

If a chrnnomancer easts the spell on him- 
self, this is an easy way to travel through time 
with little nrnn risk. Il is not cheap, Üiough. 
Thematerial component is a ruby worth 
10,000 gp or more, which must be crushed 
into dust. 
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Ninth-Level Spells 

Major Paradox 

Range: 0 

Components: V, S 
Duration; Instantaneous 
Casting Tlme: ld4 hours 
Area of Effect: r Flie caster 
Saving Throw: None 

This spell changes an important event in 
the caster's past. This is just like pmradox, but 
the event can be up to one year past. Such an 
event could be changing from a Historian to a 
Seer, acquiring a proficiency in prophecy 
rather than a lchemy, or deciding to research a 
new spell rather than create a new magical 
item. The event must be one the chrono- 
mancer had control ofat the time, and some- 
thlng should always begiven up. 

The change should always be evident but 
not necessarily work the way the caster hopes 
for. Thè DM should also feel free to remöve 
any items or relationships he feels would not 
have been tound as a result of the caster's 
meddling. After all, the things that are changed 
likely were important to the chronomancer at 
one time. Also, the Lurbulence has a 50% 
chance of attracting a time dimerisional or a 
Guardian from Temporal Prime. 

Sever Lifeline 

Range: ü 

Components: V, S, M 
Duration: Permanent 
Casting Time: I turn 
Area of Effeet: The caster 
Saving Throw: None 

This spell permanently detaches the caster 
from his Hfeline. This negates the rule con- 
cernmg doubling lifelines, and that's all most 
casters should know. The exact beneflts and 
disadvantages are Listed in Chapter 6. How 
much the caster knows depends on the DM. 


r rhe material components are a small silver 
knife enchanted to store a tether, and dia- 
mond dust worth 10,000 gp, sprinkled across 
theblade. This spell iseast on Temporal Prinie, 
and the knife is used to phvsically sever the 
chronomancer's iifeline at the point it turns 
into the insubstanhaJ silver niist trail. 


Tliis spell creates a temporaxy bubble around 
the caster, which is not affected bv Tcmporal 
Prime. While inside the shell, the chrono- 
mancer is immune to the passage of time, ex- 
cept as it applies directly to himself. The effect 
is that the world has frozen between seconds. 
This gives the caster an opportunity for 
actions like drinking healing potion s or ietting 
a harmful spell or potion wear off. 

Once created, the sheü camiot be moved, 
and the caster cannot leave it without auto- 
maticalJy dispelling the effect. Anv creatures 
within the 5-foot radius are considered Ln tlie 
shell and can interact witb the dironomancer 
as if normal time is passing. If they step out- 
side the radius, they are immediately frozen 
until the spell expires or the chronomancer 
dispels it. The spell's duration is measured by 
thc chronomancer's subjective time, 

The materiai components ot this speü re- 
quire preparation, A crystai sphere valued at 
1,000 gp or better is necessary- A diamond 
worth at least 5,000 gp must be enchanted 
with a temporal stasis spell and placed within 
Üie sphere. The entire device must then be 
touched bv a time dimensional while on Tem- 
poral Prime (the touching does not have to be 
made voluntary). When ihis spell is cast, the 
device is consumed by the magical energies. 


Temporai Shell 

Range: 0 

Components: V, S, M 
Duralion: 1 turri/Ievel 
Casting Time: 1 round 
Area of Effect: 5-foot radius 
Saving Throw: None 
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Outfitting the Chronomancer 

With a rtew wortd to explore and a new 
magic to arm oneself with, the chronomancer 
isalmost ready to begin adventuring. A few 
pieces of new equipment are listed below, as 
well as magical items that have been fash- 
ioned by and for the chronomancer. These 
items, magical or otherwise, should rarely be 
found in the hands of someone who di>es not 
studv the temporal art of chronomancy or, at 
the very least, knows someone who does. 

Iqufpment 

The following pieces of equipment mav be 
purchased by anyone, but for the most part 
they are useful only to someone who travels 
Temporal Prime. Also, the items below must 
bespecially ordered. It is unlikely the charac- 
ters couid find them sitting on a shelf at a 
iocal merchant's shop, 

The Chronomancer's Planner 

Weight: 2 Ibs. Cost: 150 gp. 

This book is slightly smaller than a regular 
tome and is filled with enough blank form- 
pages to cover one year. The binding is nor- 
mally cheap leather, and the pages are parch- 
ment. High quality leather and paper can be 
substituted for another 50 gp. A new book 
must be purchased every yea r. 

Each page has space for the day's appoint- 
ments and brief notes on daily events. T'his 
helps the chronomancer keep track of where 
and when he has been. A person with this 
book is never caught unaware of aji appmach- 
ing paradox date (a timestorm), and if hying 
to remember something important, there's a 
25% chance ii is w'ritten down. 

Tethers 

Weight: 5 Ibs. Cost; 50 gp. 

Tethers are short pieces (4-5 feet) of strong 
silkrope vvith a spring damp on one end and 


a very thin loop of mithral on the other. These 
tether-and-clip devtces were developed to 
keep everyone and everything together on 
Temporal i’rime. Just open the mithral loop, 
using the installed catches, and slip it around 
the nearest lifeline. 

The largest benefit of tethers are for those 
worried about running into strands. When 
resting, tethering important equipment to the 
travelers can prevent a problem if anyone 
happens to acquire enough strands to be 
swept away. For the trulv paranoid, the ioop 
slips along a lifeline with little resistance, and 
the tether can be worn W'hile traveling. 

Turbulence Detectors 

Weight: 2 Ibs. Cost: 1,000 gp. 

Tliis piece of equipment is small bitt ex- 
tremely cnmplex. Made of light metals and 
thin w r ire, a detector resembles a combination 
gyro and compass. 1t must be specially made, 
requiring two weeks of careful work by an 
artist / craftsma n. 

Turbulence detectors work similar to a 
detect tenifnmi! nnotnaty spell, sensing disrup- 
tion in the flow of mist-smoke on Temporal 
Prime. They can lead someone in the general 
direction of a disturbance. Range corresponds 
to one year of time in reality, and it detects the 
nearest turbulence. This is a helpful deviee in 
finding vortices, maelstroms, or major events 
being manipulated. The camoul laging princi- 
ple of a larger disturbance shielding a smalier 
one applies. 

Strand Shield 

Weiglit: 25 Ibs. Cost: 75 gp 

This item is both tent and shield for times 
when a character rnust rest on Temporal Prime. 
The item has a base that affixes to a lifeline by 
means of clamps. Three strong rods are then 
attached to the base in a tripod fashion, with 
the ends of iiiese legs pointing upstream. An 
umbrella network of rnetailic weaveand 
lightweighl rods are spread and fastened to 











the tripod's legs. Characters rest downstream 
of the umbrella witliout fear of getting strands 
on them. 

Due to the adhesive nature of strands, the 
weave must be discarded after each use. Spare 
covers can be obtained, weighing 5 pounds 
and costing 25 gp each. The rest of the strand 
shield is reusable. 

Firebox 

Weight: 20 pounds Cost: 100 gp 

Building a fire on Temporal Prime can be 
tricky, even if wood is brought along. Tlie laek 
of gravity makes it difficult, but chrono- 
mancers and alchemists have developed a 
solution. 

The firebox is a metal container approxi- 
mately 1 foot square and 6 inches deep. Inside 
the container is a queer mixture pf oil, wax, 
and chemicals. Thjs solid mixture can be 
ignited with a flint, and it burns steadily with- 
out much smpke, yet hot enough to cook. 
Each firebox is good for eight hours of burn- 
ing, Close the lid to extinguish it, Incense 
sprinkled on top adds thc aroma of choice. 

Items Aiid A rrifacts 

Chronomancy opens up a new door on 
magical applications, making life easier for 
the chronomancer in reality and in Temporal 
Primc. The tollowing items may be used by 
any character class unless the description 
states otherwi.se. 

Amulet of Interpretation: This item iunc- 
tions as a tOHgnes spell, granting the wearer 
knowledge of up to three additional lan- 
guages. The amuiet fastens onto the fij'st three 
spoken languages or dialects unknown to the 
wearer, and it resets itself every hour, picking 
up tiie next three unknown languages. This 
item does not grant communication with ani- 
ma ls, and it do.es not extend its powers to the 
vvearer's companions. (3,000 XP) 


Cloak of the Chronomancer: This dark 
gray, iighl silk cloak is woven from the mist- 
smoke ol Temporai Prime. An identijy spell 
mistakenly reveals this to be a cloak of protec- 
tion +1 unless it is identified bv a chrono- 
mancer. Then its true nature is revealed. 

Anyone subjected to a chronomäncy spell 
effect (including those from items) whiie 
wearing this cloak gains a +1 to save. If no 
save is permitted, one is now granted vs. 
spells. A chronomancer wearing this clonk 
can also memorize one additional speli in 
every spell level he can cast. AIso, targets of 
the wearer's chronomantic speüs have a -1 
applied to their saving throws. (3,500 XP) 

Lisker's Temporal Keys: l .isker, one of the 
few known chronomancers, invented a set of 
magical keys to assist in his travels. These 
look like old-fashioned skeleton keys made of 
goid, but each has different gems decorating 
it. The items work when the gems are pressed 
and tlie operating word is spoken. An identify 
spell cannot pmduce the necessary command 
word, but they are rumored to be easy to fig- 
ure out (let the players guess). Use Table 23 to 
dccidc which key is found, 

Using a key has an initiative modifier of 5. 

Table 23: Usker's Keys 

Roll Key 

1-6 Portal Key 

7-11 Lifeline Key 

12—15 Tmvestream Key 

16-18 Vortex Key 

19-2Ü Planar Key 


Liaker's Portai Key: t.isker made dozens of 
these interesting kevs, some for Lrading with 
fellow chronomancers. Plie gems decorating 
these keys are emeralds. With Lhis item, the 
posscssor may timeslip as per the spell. This 
key can be used unce per turn. (5,000 XP) 
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Lisker's Ufcline Key: With one of these, Hie 
possessor can sort through Üie lifelines to find 
a specific one. For a general creature type, the 
possessnr must have thoroughly studied the 
creature. For an mdividuah the possessor 
must have encountered it before. This key is 
decorated vvith topaz and can be used one 
turn before requiring two turns to recharge, 
At ieast ten of tliese keys exist (3,000 XP) 
Lisker's Timestream Key ; These six kevs 
reveal the date in reality with rcspect to the 
possessor's location in the timestream, Blue 
sapphires deeorate them, and they can be 
operated up to one hour before needing to 
recharge for two hours. (3,000 XP) 

Usker's Vortex Key: Rubi.es decorate these 
three keys. They permit you to move throügh 
a vortex to the timestream you wish, with no 
chance of getting lost. Hiis key may be oper- 
ated in one vortex every six hours. (5,000 XP) 
Lisker's Phmar Key: This key i s unique, and 
it is decorated wi th iridescent opals* It is 
rumored to unlock the desolate areas between 
timestreams, allowing the possessor to slip 
between the timestreams of different planes. 
The difference in temporal current, however, 
is not negated, and this is still a dangerous 
way to move between planes, This key can be 
operated once every 24 hours. (6,500 XP) 

Sands of Tirne: Four to sixteen ounces of 
these magical grains are fourtd in a bag, For 
every ounce trickled onto the grt>und, time is 
sloived as per the 3rd-level wizard spell för 
everyorte else within a 20-foot radius. No sav- 
ing throw is aliowed, but magic resistance 
still applies. Tiie effect lasts for une n>imd and 
can be used in conjunction with othcr speils 
or items. If more than one ounce is poured out 
in a single round, a saving throw vs, spells is 
allowed for cvery additional ounce, A failed 
save results in another shw effect. If three 
saves are failed at any time, treat the effect as 
the 9th-level speil tirtie stop . In any case, the 
user is unaffectecL (1,000 XP/ounce) 


Storm Warning Bell: This gold and süver 
bell rings when its owner is near a timestorm, 
The closer the storm, the more incessant the 
ringrng. It begins as a single peal every turn 
(when the storm is a week to a month distant) 
and speeds up from there. Wi th the storm a 
day to a week distant, the bell rings out once 
per round. Over the next 12 hours, it rings out 
twice per round, the next six hours, four 
Ümes, and so on. (1,000 XP) 

Temporal Pook This pooFs water is magi- 
cal, and it is Likely fourtd in a bnttle or a bowl 
of precious metak When in a bowl of silver or 
better quality, this water can be used to see 
info the future or p'ast as per the tetnporal eye 
spell. Impurities in the water cause slight 
maccuracies that cannot be helped, but the 
better thc bowPs metal, the less chance for 
tlils. See Table 24 for the chance for error. 


Table 24: TemporAl Pool Error 

Metal 

Error 

SUver 

35% 

Electrum 

25% 

Gold 

15% 

Platinum 

5% 


If the water is spilled, it toses its dweonier. 
If used in a platinum bow], the strain on the 
water's dweomer causes it to lose some po- 
tency (+5% penalty äpplied from then on). 
The vvater can be transferred to a glass or 
metaJ böftle for tTansportation, (3,000 XP) 

Wesley's Hourglass: Tliis looks like a nor- 
mal hourglass in a vvooden frame, but the 
misl-smoke of Temporal Prime fiÜs it, not 
sand. When tliis hourglass is tipped, everyone 
(induding the possessor) within 60 feet must 
successfully save vs. spells or be affected by a 
timestop for five rounds, The possessor gets a 
+2 bonus to the saving throw, and if he spends 
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two rounds preparing the device, no save is 
required. Activated, the hcmrglass may be 
moved without moving the area ot eifect. It 
can be used nnee every 24 hours. (5,000 XF) 

The Weir of Kandalort: Kandalon is ru- 
mored to have been the firsl and greatest of 
all chronomancérs, as welt as several impor- 
tant figures in historv and mythology. While 
this mav be apocryphal, evidence of his trav- 
els are found as far back as any. Most believe 
he was an elf, but it is hinted that his ancestry 
contained a supernatural hloodline, too. Re- 
gardless, he did create his amazing wcir. 

The weir is a marhle arch in which a heavy 
veil of Temporal Prime's mist-smoke falls 
from top to bottom, shrouding the image of 
thc other side. There are 18 large gems, or 
sockets vvhere gems should be, mounted 
along the rim of the arch. These gems control 
the iveir, which operates a damiike magical 


field settled across the timestream. Some of 
the gems diange timestreams, but always to n 
plane within the same reaiity. The damlikc 
field causes light torbulence across a cross- 
section of the timestream, hut nothing severe 
enough to warrant the attention of the deni- 
^ens of Temporal Frime. Some gems controi 
how lar upstream or downstream the dam 
moves, and others control where in reaiity the 
window is focused. With everything adjusted 
correctlv, the mist-smoke dears and the scene 
the characters could step into appears witliin 
tlie arch. 

After the settings are adjusted, the last gem 
locks il into place, and now each gem has a 
secondarv feature (spells like clairaudiencc, 
ck'tecl itwisibilihf, and true s ceing), Some gems 
(2d4) are missing. A gem taken from its socket 
gtves its possessor the secondary power three 
times a dav. Gems may be reinserted if found. 
(10,000 XP plus 3,000 XP per gem) 
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CHAPTER 


Protectors of the Realm 



AH chronomancers have heard r-umors of 
the Guardians, though few know who they 
actuaily are. Tech-wizards from the fuhire, out 
to rule the Ümestream? An enlightened orga- 
nization tliat fights evil throughout histoiy r ? A 
societv devoted to the best possible future? 
Chmnornancers from another reality out to 
enslave this one? Tlie tales grow in the telling. 

Who They Are 

The Guardians are high-Ievel chrono- 
mancers of every conceivable type. Tlie major- 
ity are wizards, hut Temporal Champions and 
Raiders are also present in large numbers. 
These mvsterious beings have kept them- 
selves completely hidden from the question- 
ing minds of those in reality and arc known 
orüy slightly by other chronomancers due to 
the unavoidable confrontations that occur. 

A Typical Guardlan 

Guardians aü started as chronomancers, 
and they generally follow all the prerequi- 
sites. Thcy are eives, half-elves, and liumans, 
with an occasional exception to th is rule (fur 
example, a harc or crane hengeyokai from 
Kara-Tur), 

What They Do 

Thc Guardians are pledged to the preserva- 
tion of Temporal Prime and the timestreams, 
in that order. As many chrpnomancers even- 
tuaUy reallze, the borders separating Tcmpo- 
ral Prime and the planes are tenuous. In fact, 
the bordcrs can decay. Some degradation is 
naturaJ, brought on by vortices and mael- 
stroms, but most comes frotn chronumancers 
themselves, Manipulation of the natural order 
of events and tapping the momentum of fune 
to cast spells does harm to the bordcrs, though 
few would notice. Guardians labor hard to 
prevent major disruplions. 


If They DonT 

In an area where borders have worn thin, it 
takes the slightest pressurc froni turbulence to 
finally break it down. ReaJity then begins to 
unravel on a dimensional level, and linear 
time ceascs to cxist. The timestream loses its 
continuity wherever reality is breached, and 
momentum is lost, sometimes to the point 
where the hreach cannot be healed. Reality 
can become fragmented beyofid repair, and 
the effect cascades from there. 

With the momentum of time interrupted, 
possibly in several places, the abilitv to repair 
damage done by time travelers wcakens until 
another border collapses. The momentum of 
time is latching onto whatever events it can to 
build on, and the timesti'eam begins to devi- 
ate from the natural order in vvays that cannol 
mesh, Sometimes these pieces can be strengtlv 
cned and tumed into alternate timestrcams, 
but it is just as possible that they break down 
completely and slowly disintegrate, This is a 
worst case scenario, but it has happened he- 
fore, and the Guardians can do onlv so much 
to stop it. In theory, il enough timestreams 
were torn down to Lheir composite dimerv 
sions, Temporal Prime itself could be threat- 
ened. Theories do nol presume to predict 
what would happen wi th the complete loss of 
a prime dimension like time, 

How They Do It 

Prevention of this lype of destruction is 
accomplished personally. TheGuardians 
miLst monitor the timestreams carefully and 
Iry to fix severe damage as they can. Thcy 
detect turbnlence patterns and try to intcrcept 
major upheavals Ln thenatural order of events. 
Pailing that, thev plan complex infiltrations 
into reality to thwart thc chronomancer's 
plans. Since most confrontations are of this 
naiure, it is not surprising that a certain 
amoimt of üriction exists between Guardians 
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and other chronomancërs. Occasionally, a 
Guardian might rescue a chronomancer from 
destruction, but this ls a special case'by<ase 
determination made by the Guardians. 

ümitations 

Guardians set themselves high goals in 
their attempt to prevent degradation of the 
timestreams, but there are some things they 
simply cannot do, Guardians are kept quite 
busy with important work, and even were 
one of them to notice a low-level chrono- 
mancer making his first timeslip, the Guardian 
would report the activity but would not inter- 
fere. There are two reasons for this. The first is 
that the Guardians are too few to even attempfc 
to stop ail chronomancy. The second is that 
thev always need new chronomancers to 
recruit into the Order. The Guardians fight a 
battle of numbers, hoping that those chrono- 
mancers who advance to a high level while 
learning to practice their magic with responsi- 
hility are enough to help police otliers as they 
appear. 

AIl that is left is detection and intervention, 
The Guardians can only attempt to control the 
damage being dune by those with just enough 
power to be dangerous. Guardians must 
ignore most of the tampering in hopes that 
their nuniber increases to the point that thev 
can solve all chronal problems. 

Birth of Ghronomancy 

The idëa of trying to locate the birth of 
chronomancy and prevent it is often consid- 
ered, but too many reasons stack up against it. 

First, there is no singie origin to prevent. 
Chronomancv was discovered in different 
times and places with little to no contact 
between the researchers. Witliin the separate 
time frames that present themselves on Tem- 
poral Prime, several chronomancers slipped 
from reality and into the timestream at roughly 


the same instant, This does not even take the 
multiverse of worlds into account The multi- 
ple origins mean that the Guardians cannot 
undertake their prevention with any hope for 
success. 

Second, the momentum of time would 
work against Guardians. To prevent chrono- 
mancy as it originally came about wouid be to 
prevent themselves from becoming chrono- 
mancers. If the alteration was nufc done per- 
fectly, the momentum would aliow a change 
in the lifelines such that chronomancy would 
stiil develop in some fashion. How could the 
Guardians be sure that, in this new path, 
Guardians like Üiemselves woutd exist? 

This is paradoxical thinking, but also an 
argument they are not ready to put to the test 
In fact, one major task of the Guardians, to 
which several dozen of them are assigned, is 
to patrol the origins of fche Order. This is fco 
ensure that tlie protectors of TeinporaJ Prime 
cannot be attacked in this way, and by pro- 
tecting their own origins, they must protect 
the origins of chronomancv. 


To attain their goals, fche Guardians have 
set rules and procedures that they follow, 
some of whlch have been menfcioned above. 
The followmg sections detail their orgardza- 
tion, which tliey rcfer to as the Order, and the 
basic structure under which they work. 


The degree of secrecy the Guardians main- 
tain about themselves and their goals makes 
a regular chronomancer appear talkâtive. 
Guardians are all too aware of tlieir small 
numbers, and regardiess of their higher lev- 
els, thev cannot afford direct interaction, even 
of a friendiy nafcu re. 1t would take up too 
much time that is best spent patrolling and 
defending Temporal Prime, 


Actlon and Organlzatlon 


Sccrecy 


- 
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Fortunately, the secrecy most chrono- 
mancers learn helps establisli their animosity 
toward others, Guardians are careful about 
those they approaeh to aüow irito Üie Order, 
and they are especially careful if outside 
chronomancers are contacted for a special 
mission. They reali-ze thah with most of their 
contacts with other chronomancers involving 
thwartmg their plans, they engender a certain 
amounl of hosti 1 ity^ but by only doing so 
infrequently (and only for the more damaging 
actions), they hope to keep this to a low leveL 


fhe Order 

Guardians havc structured thcir organiza- 
tion into almost a religious program. Every 
Guardiaji swears binding oaüis oJ allegiance 
and is placed under severai speciaj geases. The 
Guardian oaths are a closely guarded secret, 
and thev are thought to be magical Ln nature 
and unbreakable. Guardians place the safety 
of Temporal Prime above all else, and the pro- 
tection of the timestreams of thcir reaiities 
next Last is the protcctlon of thc timestreams 
of other realiHes, but those rcalities often have 
Guardian organizalions of their own. 

Leading Members, The administrative 
rulers of the Order form a council eonsisting 
of chronomancers of the highest le\ el and 
knowledge, There is no set number that may 
be on the cotmcil, but it usually hovers around 
12, Being placed on the council is the highest 
honor availabte to members of the Ordcr. 
Atefi ' <reK/ftciJ members are c&as&r? <m ihe 
of üieir accomplishments and knowledge of 
Temporal Prirne. The final requisite for accep- 
tance ts for the selected chronomancer Lo dis- 
covcr a new piece o.f major kriowledgë about 
any portion of Temporal Prime. The council 
discusses and votes on ail actions of the Gua rd - 
ians, and for being a democratic burcaucracy 
whcrc every chronomancer is allowed a sa y 
they are rernarkabl v efficient and can reaclt a 
course of action quickly. 


Set above the Council is a pair of chrono- 
mancers with the ability to override any deci- 
sion and demand instant lovaltv from all 
members of the Order. Highest of the tw^o is 
the Preirder Temporus, said to be the original 
founder of the Guardians. Rarely does he put 
in an appearance, and wheri he does, hc re- 
mains cloaked and in shadow, Whcther tlüs 
affectation is to keep a mysterious air about 
him or has some purpose, the council does 
not question. No onc outside the council sees 
this figure and few even hear rumors of his 
existence. 

The assistant to Üie Premier is the Director 
Marshal. The Director sits in at most council 
meetings but does not interfere uriless neces- 
sary. He offers advice and sometimes orga- 
nizes spedal missions, possibly without the 
council's knowledge. The Director is the arbi- 
trator of any dispute or challenge to the Order 
His knowledge of Temporal Prkne and chro- 
nomancy is said to be the highest of all, per- 
haps in excess of the Premier's. He was di- 
rcctlv recruited by the Premier and has never 
sat on the councÜ, and he also maintains an 
air of mysterv about him. He answers to the 
name Kourat, but no record has ever been 
found to suggest his origins, The prevaüing 
thought among thecouncil is that the Director 
was an extremely powerful chronomâitcer 
who kepi himself hidden from the Order for 
decades or perhaps centuries, one inore knovv- 
ledgeable than any other about TemporaJ 
Prime. What is known as fact is that the Pre- 
ffijerjeft rmedafuwd mfcfzzi&d 

with his assistant, who was set above tlie 
counciT Immediately, tliere were severai 
dianges to the structure of the Order and in 
the way Guardians handled their affairs. 

Stronghold Guard. After a Guardian has 
taken the oaths and has proven his ability 
with a few minor accomplishments, he is 
mdoctrinaied into the Stronghold Guard. The 
Cuard foüows council direction and forms 
Üie backbone of the Cuardian rnteJiigence net- 
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work, Its members keep track of all chrono- 
mancers under surveillance, filing ncw infor- 
mation as the monitors make their reports, 
They compüeaU research into organized form 
and help <n the experimentation to formulate 
and prove new theories. Most of the work is 
routine and would cause severe dissatisfac- 
tion in thc ranks, except the Guard is also 
responsibte for the patrolling and safety of the 
stronghold, a demanding task. 

'Flie stronghold is located at Lhe center of a 
giant maelstrom vvhich attracts new temporal 
creatures on an almost daily basis. Clirono- 
mancers, some malicious, often fincl theirway 
to the stronghoId when traveling through 
vortices. and they must be watched and de- 
terred from interfering. Finally, there are 
attacks led against the stronghold from forces 
unknown. Most of the attackers seem to be a 
form of chronomancer, but the Guardians 
have yet to discover the origin of this force. 
Current indication is that they are members of 
a hostile organizatiun from another reality. 

The stronghold itself is an interesting struc- 
ture. It resembles a normal castle with tciwer- 
ing spires and high walis, but it is made of 
gtasstecl and metal. It rests in the middle of tlre 
maelstrom, bul the chaotic effects do not take 
place within s() feet of tlie waüs or along cer- 
tain pallis that are known to the Guardians. 
The Guard ians reali/e that their position 
means a lot of attention, bul the convenience 
of tho maelstrom for traveling is undeniable. 
Besides, the stronghold was fashioned by the 
l’remier, and he has forbidden any discussion 
on relocating it. 

Field Personnel. This comprises the bulk of 
the Guardian forces After first recruitment 
into the Order, chronomancers join this force 
for a few missions and are then reassigned to 
the Strongliold Guard. Now and then, a mem- 
ber of the Guard is again assigned to the field, 
but it is usualiy a few years before thev are 
transfened to the field on a tnnre-or-less per- 
manent basis. 


Guardians working in this arca are respon- 
sible for patrolling the timestréams and clieck- 
ing on the damage being done. Thev repair 
what limited damage they can, and they 
watch for problems that can be prevented. 
Normally this involves the discovery of med- 
dling by some chronomancer, tracking the 
wizard down, finding out what was done, 
and then fixing it. The Guardians normaliy 
ignore minor effects. U it's impossible to tell 
whether an instance wa rrants interference, 
the Guardian reports to the cöuncil or makes 
an on-the-spot judgment. 

These Guardians aro also assigned as moni- 
tors to chronomancers that, fpr one reason or 
another, the council has deemed necessary to 
watch. Reasons for a monilor vary, but a 
destructive or careless chronomancer is usu- 
allv assigned one, as is any high-level chrono- 
mancer. At high levels. the potential for dam- 
age becomes great, and this is also when a 
chronomancer might be approached for re- 
cruitment. Normall v, the chronomancer is not 
approaciied untü reaching the lOth level, but 
this can be done much earlier in the case of 
powerfiü ijidividuals. 


To be fuily aware of their potential, DMs 
should studv the Guardians, but they must 
beware overusing thc Order. This organiza- 
Lion can quickly become a convenient method 
ol : curbing the actions ol players who experi- 
ment in areas the DM would prcfer be lell 
alone. Not onlv dsies frequent intervention go 
against the guideLines ol' the Order, but over- 
using the Guardians in this manner often ran- 
kles players. Find other means to dissuade 
plavers from the taboo areas, or else take the 
tirne to develop the area for good adventur- 
ing. Guardians are a last-minute, save-lhe- 
day type ot device and can be used as the 
perfecl springboard for high-level adven- 
tures. Still, for now, less is more. 


\ Word of Caution 
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A New Source of Magic 


— 


Sourceti of magic can be located Ln many 
places, and Temporal Prime is no exception. 
The unique structure of magic in this pseudo- 
reaiity does far more than bend existing 
schoois. From its depths, a new schooi, the 
sciiool of chronomnncy, has been deveioped, 

Where It Comes From 

As time moves in linear fashion, it builds 
momentum. A result of this, almost a side- 
effect, is that it accrues a form of both poten- 
tial and kinetic energy tliat manifests as mys- 
tieal abilitv. This ability can be shaped into 
magical energies, but only with respect to 
controlling or altering the momentum of 
time. 

The School of Chronomancy 

Ln a form of judo on a dimensional scale, 
chronomancers tum timc's momentum against 
itself. Ry doing this, they interrupt tlie flow of 
time and manipulate it to their desires. The 
flow can only be diverted so far, and then it 
attempts to correct itself. This is a part of 
chronomancy that many practitioners conve- 
niently forget while thev try to bring about 
radical changes in the natural order of things. 

Spell Descrtptlons 

Some spells Ln the school of chronomancy 
have consequences of which the players might 
not be aware. The foliowing notes detail some 
of these concerns, as weü as guidelines for 
how to solve any probiems that might crop 
up. DMs are encouraged to withhold this 
knowledge untii a chronomancer encounters 
a problem or actively seeks the information, 

Ist-Level Spells 

Delecl Temporal Anomaly: Large distur- 
bances in the timestream could create: enough 


turbulence to overlap with a closer yet smalier 
source, thereby masking the nearer souxce 
completely. Crafty wizards use f:his camou- 
flage effect to help protect their secrets. Slip- 
gates and creatures in stasis become that 
much harder to find. 

Precognitive Sense: Events sensed with 
tiais spell should start with the most devastat- 
Lng and work backward. Danger should al- 
ways be sensed Liefore reward, failure before 
success, hate before love, and so on. 

2nd-Level Spells 

Accelerate Plant Growth: The reason sea- 
sonal crops don't produce again is that they 
are biologicaUy designed as one-timers. Year- 
round vegetation has the necessary structure 
to produce each time. The lifeitne of affected 
plants gains substance over the time affected. 

Preserve: As far as this spell is concemed, 
the size of the container that it's placed on 
does not matter, only the amount of matter 
put in it. 

Life Sounding: Traveling Tempora) Prime 
causes Lnterruptions in a person's lifeiine. If a 
soimding is taken on someone who has been 
to Temporal Prime (or will be), the estima- 
tions are thrown drastically off, as it can only 
measuxe a single truncated segnient of the 
traveler's life. 

Timeslip: Since the characters have now 
preempted their own future (until and if they 
return), a smali amount of turbulence is guar- 
anteed, and it mav be detected by area crea- 
tures (5% chance). 

3rd-Level Spells 

Articus's Melee Manager: The spell's sub- 
ject is not moving faster but is making better 
use of time. The recipient's motion appears 
fluid and economical. 

Minor Paradox: Replaying the events of 
the past rounds is not recommended, since 
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this would invoive either accurate record tak- 
ing throughout the game or severa] argu- 
ments about wliat everyone was doing during 
what round, Make the deeision, and Let it 
stand. A]so, due to the strange turbulence 
pattern this spell produces, there is a 5% 
chance of attracting either a tinie dimensional 
or a Guardian. 

Titne Snare: This speii does not give back a 
memorized spell or charges of an item. The 
recipient attempts to cast the same spell 
again, but if it wasn't memorized enough 
times, the spell isn't cast. A charged item is 
drained eadi time it's used. 

4th'Leve( Spell 

Prophecy: This spell can see forward with- 
out Hmit, In fact, most prophecies cover a 
period öf years or perhaps decades. 

Temporal Push: If it is the chronomancer 
who is pushed forward, there is one benefit. 
The opponent is likely to think the wizard 
ran off. Another wizard with the spellcraft 
proficiency who makes a check and knows of 
this speU understands whaf has happened. 

Wesley's Temporal Disjunction: When 
used against a time dlmensional, it does not 
matter which version the chronomancer tar- 
gets. The disjunction affects them all. 

5di-Level Spell 

Accelerate Animal Growth: Knowledge is 
not gained or lost wiih this spell. If cast on a 
tiger cub, the result might be a 200-pound kit- 
ten who wants to play and doesnd realize 
liow heavy ii is. T]ie tifeiine of this anima] 
grows brighter, too. 

Articus's Devolutionary Warrior: If the 
recipient fails the svstem shock roll, it takes a 
wish or a combination of limiled wish and dis- 
pel magic to change the subject back. Either 
way, another system shock roll must be made, 
or the creature dies. 


Create SHpgate: In reality the slipgate can 
be seen onlv with a dctëcf magic or a detect tem- 
parat anomaly. On Temporal Prime, the mist- 
smoke revolves around it in a wispy funnel 
resembling a vortex. This apparition draws 
the attention of creatures who like to make 
lairs in these anomaiies, and there ts a 20% 
diartce that a creature has taken up residence 
since the last use of this slipgale. 

6th-Level Spell 

Conceal Temporal Anomaly: A popular 
use of this spell is to conceal a slipgate. If this 
is the case, the spell must be placed on the 
slipgate in reality and on Temporal Prime, 
The turbulence is harder to detect, but the 
vortexlike visual effect isstill present. 

Paradox: The give and take process should 
be strictly adhered to, and the DM should 
ertsure the trade-off is fair. II the character 
tries to gain something without an appropri- 
ate sacrifice, figure a course of events where 
the character does get what is being asked for, 
yet loses somethingequally vaiuable. 

The spelPs turbulence has a 20% chance of 
attracting a time dimensioiTaJ or Guardian, 

7th Level Spell 

Wesley's Delayed Damage: Cast any chro- 
nomancy spell with duration longer than 
instantaneous on someone with XNesley s 
delayed damage, and this defensive speli is 
negated. All delayed damage is immediately 
appHed. Tliis is an extremely hazardous posi- 
tion to be in if fighting another chronomancër. 

8th-Level Spell 

Acceleiate Lifeline: When attempting thc 
reverse of tliis spell, reverse tifcHric, therc is a 
5% chance that the recipient has an adverse 
reaction and the years are added instead of 
subtracted* The 5% is cumulative with each 


A New Source ot Magic ■ 65 











use of this spell, and if one check fails, aJI 
years that have been taken off with this speil 
are reapplied as if accelernie lifeline had been 
cast. The chance of failure is not cumulative 
with other age-redudng effects. 

9th-Levei Spells 

Sever Lifeline: Essentially, the chrono- 
mancer has "died," and serious turbuience 
results as the timestream readjusts to the ioss. 
There is a 20"'.. chance that a vortex is formed 
by this disturbanee, and nothing short of 
divine intervention can reverse this action. 

A character with a severed lifeline is now 
treated as a native of Temporal Prime. Strands 
do not affect the wizard, but aLI spell effects 
that can be used against temporal creatures 
do. (Wcs/tn/'s temporal disjunction can be used 
as a weapon against the chronomancer while 
in reaiity now.) The character can now double 
his lifeline and could even meet himself. 
Spells sueh as life sounding, life tether, and 
accelerate lifeline no ionger affect the wizard. 
The diaracler does not age while on Temporal 
Prime, but when in realitv, the wizard ts still 
subject to temporal laws and will age accord- 
ingly. The character is bv no means immortal 
and can still be killed. 

There is a 10% chance that the character can 
accomplish this spell without the knowledge 
of the C.uardians (a ehronomancer this pow- 
erful should ha ve a minder by now,) and even 
so, the C.uardians should discover the fact 
within a few weeks of subjective time. At this 
point, they will approach the character with a 
retpiest to join the Order. 

hems and Artlfacts 

The following chronomantic items are 
explained in more detail than in Chapter 4. 
DMs are encouraged to keep these details 
from the players until they have properly 
researched the item. 


Lisker's Keys: These keys have been duph- 
cated by other chronomancers to lesser effect. 
Their appearance is exactly the same, but they 
suffer the following Umitations. 

The portal keif is the most common to find a 
copy of (check at 50% if this key is chosen). 
Copies can only be used once every six hours. 

The lifeline key copy can only be used one 
turn Out of every 12 hours. There's a 40T<t 
chance of it being a duplicate. 

The timestream key is 30% likely to be a 
duplicate, and it works for onc hour out of 24. 

Onty one duplicate of the vortex key exists 
(check at 75%), and it will operate for one vor- 
tex in a 48-hour period. 

No dupücate of the planar key oxists. 

Sands of Time: Unless the affected creature 
is under a tirne stop (failed three saves), it is 
only slinoed. To sloived creatures, the sands' 
possessor merely appears to be moving fast. 

Storm Warning Bell: This bell cannot be 
silenced bv spell etfect or placement in an 
extra-dimensiona 1 or nondimensional space 
such as a hag ofholding or portablc hole. The 
storm warning bdl places a magical field around 
its owner to detect the tünestorm, and it is 
from this field that the ringing sound emits. 
Lending the bell to someone will not work 
imless he truthfuUy intends to keep it and lie 
moves away from the storm front. Separating 
nneself from the bell breaks the connection at 
a distance of 10 miles. At that range, it is un- 
likely that the owner could recover the beii 
before tiie timestorm arrives. 

The Weir of Kandalon: Tliis artifact has 
more possibilities for game balance disrup- 
tion than anv other artifact in the game. Tliis 
is the reason DMs are encouraged to keep 
some of its genis scattered throughout the 
planes of existence. Thc best place to have the 
arch itself located is within the main keep of 
the Guardians. Wlio else could put it to better 
use? Characters might be necded at some 
point for a mission, and they will be allowed 
to see it, and perhaps eventually gain permis- 
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sion to use iL Gems that are found could be 
traded to the Guardians for other magk or for 
incredible privileges* 

What every Kandaton gem does to control 
the arch is listed below, Secondary powers 
shüuid bo fairly strong. True sight woutd be 
appropriate, Clairaudience is a bit weak, so 
perhaps that gem can detect lie, too. 


Table 25: ControiHng Hie Welr 

Gem Control Effect 

1 Select view between Temporal Prime 
and reality. 

2 Moves the dam downstream at a 
fast rate. 

3 Moves the dam downstream al a 
slow rate, 

4 Moves the dam upstream at a slow 
rate. 

5 Moves the dam upstream at a fast 
rate* 

6 Move dam to the timestream of an- 
other plane. 

7 Move window left at fast pace. 

8 Move window left at slow pace, 

9 Move window right atslow pace. 

10 Move window righl at fast pace. 

11 Move window LLp at fast pace. 

12 Move window up at slow pace. 

13 Move window down at slow pace. 

14 Move window down at fast pace. 

15 Zoom Ln window display. 

16 Zt >om ou t wind ow d i splay. 

17 Open slipgate to ailow passage by 
creature. 

18 Lock settings and allow secondarv 
functions. 


Every secondary power comes with a minor 
side-effect: a 5-hit-point drain for using the 
powei; reduction of an ability score by L point 
for 24 hours, a random launi spell—-some- 
thing rnore armoying than dangerous. 


Normal Magic on Temporal Prlme 

On Temporal Prime, the tenuous contact 
witli reaiity affects many spells. No conjura- 
tion/summoning spell works at all on Tem- 
poral Prime. The laws that govem tliis school 
of magic do not exist here. The other two 
schools work only if the caster can force a 
temporary connection to reality (make a Wis- 
dom check at -4 for each spell). Speils in the 
schools of necromancy and abjuration are 
subject to the guideiines below. The penalfies 
applv to priest spelis as well. 

Note that the minimum damage on a die is 
I, regardless of any modifiers. 

If there's a doubt as to whether or not a 
spell can be used on Temporal Prime, use tbe 
following guidelines to adjudicate the case. 
No guideline is absolute, but one should only 
be violated imder special circumstances. 

Unless otherwise stated, limitations apply 
to the reverse of speils as weli. 

Guideline #1: Temporal Priine is a 
pseudoreality, not a plane of existence. 

When employing spells tliat cross planes of 
existence, the boundary that separates Tem- 
poral Prime from reality is a speciai consider- 
ation. Several wizard and priest spells deal 
with traveling between these planes and 
influencing creaturcs from them. The follow- 
ing speils (their spell levels in parentheses) 
are limited by Lhe special notes. 

Wl/Afd Spells 

Contact Other Plane (5): This spell camrot 
penetrate back to reality to make the contact 
necessary. 

Dismissal (5): Tliis spell does not work, 
since thc wizard must be in reaiity to cast it. 

Banishment (7): This spcll cannot make the 
connection necessarv to force a creature trom 
Temporal Prime. 
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Teleport Without Error (7): Although the 
border behveen reaiity and Temporal PrLme is 
vveak, tiiis spell ca-nnot make the connection to 
travel from one to the other without serious 
error. Use telrport probabiiities for "never seen." 

Astral Spell (9): Tiie altered Wisdom of. a 
character on Temporal Prime interferes with 
tlris spell, making it worthless. 

A wizard speil unaffected by this guideline: 

Energy Drain (9): Tempora! Prime has a 
connection to the planes of positive and nega- 
tive energy, as seen bv tlie existence of a t>'pe 
of undead: the temporal stalkers. 

Prlest Spells 

Abjure (4): The altered Wisdom of the 
charaeter defeats the casting of tiiis speü. 

Commune (5): The connection between 
priest and deitv is tenuous. The priest can 
only ask one question for every two levels. 

Plane Shift (5): As with teleport without 
error, this spell cannotshift the characters 
between Temporal Prime and reaiity. 

Word of Recall (6): This spell cannot be 
used to transfer between realit-y and Temporal 
Prime, All other effects are the same. 

Astra! Spell (7): The altered Wisdom of a 
character on Temporal Prime interferes with 
this spell, making it worthiess. 

A priest spell notaffected hy this gnideline: 

Negative Plane Protection (3): By the same 
laws thal allow temporai stalkers to exLst, tliis 
spell can reach the Positive Material Plane. 

Culdellne #2: No substance can be 
permanently created on Temporal Prtme. 

The arcane Jaws that ailow magic to bring 
matter into existence are extremely weak on 
Temporal Prime. Because of this, spelis suffer 


various hindrances. The following spells 
(with their speli level in parentheses) are lim- 
ited by the special notes, 

Wtzard Spells 

Burning Hands (1): Damage isonlv ld3 
points plus 1 point per level of tiie caster, due 
to the difficulty in converting the mystical 
energy into achiaJ flame. 

Wall of Tog (1): The vapor is much thinner, 
obscuring vision oniy beyond 4 feet, 

Flaming Sphere (2): For reasons similar to 
burning htmd^, apply -2 to damage received. 

Tog Cloud (2): Vision is obscured past 4 
feet Ln the fog bank and 8 feet in the cloudkiil- 
like fog. 

Glitterdust (2): Tlie area of effect is cut 
down to a 10-foot cube to get the same effect. 

Magic Mouth (2): When triggered, the 
mouth does not appear, but the message is 
still delivered. 

PyTotechnics (2): Since this draws from an 
existing source of fire, no penalty is incurred 
except that the source is destroved. 

Stinking Cloud (2): The area of eftect is 
halved to a 10-foot cube. 

Web (2): This speli only covers a volume 
equivalent to four 10-foot x 10-foot x lü-foot 
cubes and still must be at least 10 feet thick. 
Arvyone in the area when the spell is cast musl 
successfully save vs. spelis. The -2 penalty 
does nol apply. Since the web is weaker, a crea- 
ture of appropriate Strength can break through 
twice as rnuch webbing as normal. 

Fireball (3): Similar to other flame-produc- 
ing spells, thc damage of a fireball is reduced 
to ld(S— 1 points per level of the caster. 

Flame Arrow (3): In tiie version that allows 
the caster to change regular arrows or cross- 
bow bolts into flaming ones, the number is 
limited to five arrows or bolts for every five 
levels of the easter. lf hurling flamingbolts at 
opponents, thedamage islimited to ld4poinfcs 
of piercing damage plus 4d4 of lire damage. 
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Lightning Boit (3); As with firebatl, the 
damage of this spell is rednced to \db-] points 
per level of the caster. 

Melf's Minute Meteors (3): Reduced dam- 
ageof ld4-l per meteon 

Fire Trap (4): When this spell is set off on 
Temporal Prime, regardless of where it was 
cast, damage is only ld4 plus 1 point per 
every two levels of the caster 

Ice Storm (4): This speli fails completely 
because the hail or sleet it tries to förm would 
be permanent. 

Minor Creation (4h Volume created is lim- 
ited to one cubic foot for every two levels of 
the caster 

Shadow Monsters (4): Monsters created 
have 10% of the Hit Dice of the real monster. 

Solid Fog (4): Vision is obscured beyond 4 
feet x and movement through it is at 4 feet per 
round per point of movement 

Wall of Fire (4): There is a -2 modifier to 
the damage inflicted by this waü, and since 
this wall is erected aiong one plane, il is easily 
gotten around. 

Cloudkill (5): The area of effecl js reduced 
by half to create the same damagirig effect. 

Demishadow Monsters (5): The Hit Dice 
are only 20% of the real monster's. 

Major Creation (5): ltem created is limited 
to one cubic foot per everv two levels of the 
casten 

Wall of Iron (5): Tliis speLI altempts to form 
permanent substance and fails. 

Wall of Stone (5>: This speil attémpts to 
form permanent substance and fails. 

Chain Lightning (6): Tlie damage restric- 
tion of lightning, 1 d6— t per level of caster, 
applies. 

Dealh Fog (6): The area pf effect is halved 
to pmduce the same daniage by acid, Other 
restrictions of fog spells are applicäble, 

Shades (6): Created crëätures have 30% of 
the Hit Dice of the real ereatures. 

Delayed Blast Fireball (7h The +1 bonus 
for damage Ls disregarded. 


Incendiary Cloud (8): Since it comes from 
an actual fire source, there is no modifier to 
the damage, but the source is destroyed. 

Meteor Swarm (9): A modilier of-1 is 
applied to each die of damage the spell causes. 

Some special notes on wizard spells not 
affected by this guideline: 

Enlarge (1): Tliis spell builds on matter al- 
ready present and doesn't create all-new mat- 
ter. Spells Uke fool's gold (2), plant grozvth (4), 
and raise water (6) rely on this dLstinction, 

Magic Missi le (I): The missiles remain as 
magical energy, Tliey never form physical sul> 
stance. Like other spells that remain as magi- 
caI energy or force, such as spectraJ hand (2), fire 
shield (4), ivall of force (5), a nd forcecage (7), this 
spell is unaffected. 

Whispering Wind (2); Though air teclmi- 
caJly does not exist on Temporal PrLme, tJiere 
is a type of atmosphere. This spell, and others 
such as zvirtd watl (3), adapt to thLs condition 
and suffer no pena lty, 

Shadow IVIagic (5): This spell relies on illu- 
siori instead of physical substance for the 
damage, therefore a shadow magic fireball does 
not suffer the damage penalty, Phantasma! 
force (1) and demishadow magic (6) function 
similarly. 

Mordenkainen's Magnificent Mansion (7): 

The creation on Temporal Prime is onlv a 
doorway to the extra-dimensional space. In- 
side that spa.ce, spells function normally since 
the extra-ditnensional space has stronger ties 
to reality and the arcane laws necessary 

Sünulacrum (7): If the required material is 
brought to Temporal Prime, there is no reason 
for the spell not to work. Clone (8) is sirnUar, 
since the done is grown from a bit of flesJy 

Wish (9): This spell, due to Us powerful 
nature, is one of the fev\ r ways to bypass Guide- 
Jine 2. DMs shouJd realize that the resistance 
against the wish Ls greater here, and the spell 
functions at a weaker capacitv than if cast in 


A New Source of Magic * 69 












realitv. Limitcd ivish (7) also has the pntential 
to bypass tliis rule, but its weakened state 
should not allow much. The besl to expect is 
that, with a limiled lüish, spells like wall of iron 
could be successfully cast. 

Priest Spells 

Create Water (1): The attempt tn make a 
permanent substance causes this speil to fail 
completely. The reverse works tme, as long as 
there is water to destroy. 

Fire Trap <21: See the explanation for the 
wizard spel] of same name. 

Flame Blade (2): A penalty of -2 points is 
applied to the damage of this spell. 

Obscurement (2): The formation of thinner 
vapors eauses a possible increase in visibilitv. 
Vision is limited to 2dS feet instead of 2d4. 

Pruduce Flame (2): Damage acquired from 
this spell suft’ers a -1 penalty. 


Call Lightning (3): This spell carmotbecasf 
due to the lack of an appropriate storm. 

Create Food and Water (3): This spell fails, 
since it tries to creäte permanent matter. 

Pyrotechnics (31: See the explanation for 
the wizard spell of the same name. 

Produce Fire (4): Damage is reduced to ld4 
plus 1 point for every two levels of the priesl. 
The reverse works normaüy. 

Flame Strike (5): Similar to other flame- 
producing spells, damage is reduced. fhis 
spelt causes (1 d8—1) x 6 points. 

Rainbow (5): There are no rainbows to use 
as a component, but the alternate components 
allow tliis spell to function. 

Wall of Fire (5): This spell is classified |s a 
conjuration/summoning spel! for thepriest. 

Blade Barrier (6): Creation of such a large 
quantity of matter limits this spell to hâlf its 
area of effcct (30 square feet) and half its nor- 
mal duration. Damage is the normal 8d8. 
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Heroes' Feast (6>: The feast isnot quite sub- 
stance> but pârtiaüy the essenee of other mag- 
ics. This spell works, but it oniy serves one 
person for every two ievels of the priest, and 
ali effects are halved (immune to disease for 6 
hours, and so on). 

Chariot of Sustarre (7): The duration of 
this spell is onty 3 hours. Also, damage due to 
the flames of this chariot is ld4 per round. 

Firestorm (7): Damage is reduced to 2d8 
points plus 1 point for every two levels of the 
priest. Tlie reverse functions normally. 

Some special notes on priest spells not 
affected by this guideline: 

Faerie Fire (1): Tlie light is not a material 
substance and is therefore unaffected. This 
rule aiso applies to spiritml hanimer (2). 

Planl Growth (3): If vegetation can be 
found, this spell is altering a substance wliich 
already exists. Spikegrowth (3) and spike stones 
(5) operate on the same principle. 

ControJ Winds (5): Similar to wind affect- 
ing magic of wizards, this spell adapts to 
Temporai Prime with no difficulty. 

Culdeline #3: Gravity is concelved by the 
Indivtdual, and there Is no physical 
ground to act against. 

The sensation of gravity ,md of standing on 
a surface depend on a creature's perception. 
These are physical laws of Temporal Prime 
that can affect certain speüs. The following 
spells (with their spell levels in parentheses) 
are limited by tbe speciaj notes. 

Wlzard Spells 

Feather Fall (1): Items and creatures do not 
faü on Temporal Prime, so part of this spell's 
usefulness Ls voided. However,/i , <7 therfall still 
renders itenrs or creatures light as a piece of 
down, and this can stiü come in handy. An 


arrow thatsuddenly lostall its mass wouldn't 
have enough momentrum to penetrate skin. 

Jump (1): The lack of ground renders this 
speli practicaüy useless. Given that a creature 
could find something large enough to shove 
off against, the affected creature would travel 
in a straight line (no arc) at a movement rate 
of 30 feet per round until hitting something or 
mentaüy halting. 

Spider Climb (1): Since vertical movement 
is easily accomplished without magical aid, 
this speü wuuld have few u_ses. 

Levitate (2): As a means of travel, this spell 
is as useless as spider climb. However, it is still 
useful for heavy items. 

Fly (3): Fly is a form of mental traveling 
and has a peculiai' effect on Temporal Prime. 
Its abüity to move upstream or downstream is 
extremely inadequate compared to normai 
movement (a full day of flight would equal 
about 36 days in reaüty), but attempting to 
move cross-stream is another matter. If imder 
a fly spell, a creature moving toward an edge 
of the timestream travels rapidly, able to 
move from one edge to the other in a matter 
of hours. A character attempting this wmüd 
leave any companions far behind, and it may 
be diffjcult to link back up. 

Phantom Steed (3): Though it can be cre- 
ated, it is unable to move, due to the method 
of travei on Temporal Prime. 

Fumble (4): Falling on Temporal Prime 
means a mental miscalculation causing your 
body to rotate to an awkward angle. Fum- 
bling an item has a 25% chance of sending ii 
tumbling off, requiring a tull round to 
recover, 

Ice Storm (4): If by some means a caster 
couid get this speli to work, the hail or sleet 
would hang m the air where it was created. 

Wall of Ice (4): Tliere is no ground toanchor 
to, therefore the ice ptnne and heiuisplu’re can- 
not be cast. An ice shect can be created, but Ü 
cannot faü, due to the rules concerning grav- 
ity on Temporai Prime. 
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Cloudkill (5): The vapors do no( sink, since 
air does not technicaUy exist. They merely 
move at the normal rate away from the caster 
in a single direction. 

Distance Distortion (5): Even if the appro- 
priate conditions could be met for this spell to 
be effective, the prerequisite of summoning 
an earth elemental is impossible. 

Teleport (5): Before it can function, this 
speLl requires a substantial surface on which 
to arrive. With the strange laws governing 
Temporal Prime, simply erecting a wooden or 
stone platform somewhere does not work. If 
it is tried, the spell will not work, and there is 
a 50% chance that the easter attracts a time 
dimensional. 

Reverse Gravity <7): The affected creatures 
or objects "fall" nowhere, but they aJI turn 
upside down as thcir perception of gravity 
shifts. No penatty is incurred. 

Teleport Without Error (7): This spell is 
urtder the same restrictions as tdef>ort, but due 
to tbe greater elash of forces, the chance of 
attracting a time dimensionaj raises to 75%. 

Sink (8): This spell works provided the 
recipient is standing upon solid substance 
(wood, stone, and so on). if tlie substance is 
not thick enough to encase the recipient's 
entire body, then rooting the subject to one 
spot is the best effcct to behoped for. 

I m prison men t (9): This spel I seems to 
work, although there is no ground in which to 
store the imprisoned creature. Any creature 
affected bv this spell is encased in a bubble of 
tcmporal s 'taais that then transfers to the exact 
center of the timestream. 

Some special notes on wizard spells not 
affected by this guideline: 

Dig (4): This spell would function normally 
if there were ground in which to clig. Mnvt’ 
cnrth (6) fnnctions just as welJ. Lcnt'er water (6) 
and part watcr (6) also function if the neces- 
sary element is encountered. 


Dimension Door (4): This spell aiiows for 
movement to an area where physical ground 
does not exist, therefore it differs from the 
teleport spells. Passtuall (5) worlts as well, since 
tJiere is nn need for solid ground. 

Telekinesis (5): There is no change to the 
spell's function except to note that hurled 
objects continue moving until they hit some- 
thing. 

Wish (9): As before, xvish and limited wish 
(7) can get around this guideline, though 
there is heavy resistance. The teleporl spells 
are frequently modified, due to their conve- 
nience in travel, but it is recommcnded tliat it 
take a fulJ zvislt and special preparation for 
each available platform. 

Prlest Spells 

Trip (2): There is no ground for an item to 
rise against, This spell isn't effective on Tem- 
poral Prime. 

Water Walk <4): Even i f a body of water 
could be found on temporaJ Prime, this spell 
would not be necessary, due to the way grav- 
ity works. 

Air Walk (5): Tlie abiHty to reorient is bet- 
ter than this spell, and so this is prettv useless. 

Chariot of Sustarre (7): Upstream or down- 
stream, tlre movement rate would equate to 
approximately 96 days passing in reality. 
Cross-strcam, fhis spell works exactly as the 
5rd-level wizard spell fl\j. 

Earlhquake (7): Tliis spell tails from having 
no ground to aet against. Even it a deposit of 
earth could be located, it would have to mea- 
sure four times the priest's area of effect and 
at least the same in depth. 

A special note on a priest speli not affected 
by this guideiine: 

Blatle Barrier (6): TTie spell automaticalJy 
takes into account tlie lack ot ground and 
forms a sphere of these bjades. 









The Workings of MagicaJ Items 

Arlifacts aiways work, due to their innate 
power, but at the DM's discretion certain spell 
effects could be limited while on Temporal 
Prime. To decide whieh effects to limit, con- 
sult the guidelines concerning the effect of 
Temporal Prime on spells. 

Potions. Only a few potions are affected by 
the strange laws of Temporal Prime. Clbnbing, 
levitatiqn, and speed are useless due to the laws 
goveming movement. Oil of elherealness does 
not work. A potion ofloitgevÜy does not have 
tlie 1% chance of reversing (but if others have 
been drunk, a dieck is required for these). Oil 
af tinielessness coats twice as many items, and 
an t'lixir ofyouth reduces age by twice thc 
stated amount. 

Scrolls. Ail protection scrolis fimction nor- 
mally, but protection from all clementals does 
not affect a time dimensionat. AII other scrolls 
are dependent on the speii being cast (see the 
above guidelines on speils). 

Rings. Djiniti sttmtttcnthtg does not operate 
on Temporal Prime. Featherfalling, jumping, 
s wimming, and zvater walking are all mostiy 
worthless. Tlie rittg of sltooting stnrs does not 
work due to the absence of a night and day 
cvele. A ring offree action does not allow 
movement within tangles of lifelines but does 
still counter spelLs such as slow and web. 

Rods. The functions of some rods are lim- 
ited while on Temporal Prime. For the rod qf 
hndhj might, the climbing pole function and 
the indicator for magnetic north are useiess. 
The nstral travcl and tdeport without error func- 
tions of the rod ofpassage cannot be used for 
the same reason that the wizard spells of the 
same (or similar) names cannot be used. 

Staves. Staves with stored spells are lim- 
ited by the spell explanations listed above. 
The staff of slinging can be used by druids, 
since the missile is treated as if magical. For 
the staffof thunder and lightning, the lightning 
bolts have a reduced damage of -1 per die. 


Wands. Almost all wands have powers that 
relate directly to a magicai spell. Refer to the 
above spell explanations to determine possi- 
ble clianges or penaldes. The wattd ofconjttra * 
tiort does not work on TemporaJ Prime due to 
the inaccessibility of conjuration or summon- 
ing magic. The wand of wonder is useless as 
weli, since its main fLuiction is to warp reality, 
and travelers of Témporal Prime are slightly 
beyond reaiity. 

Miscellaneous Magic. Most magical items 
have no changes in Lheir properties while on 
Temporal Prime. A quiek review of the three 
basic spell guidelines and how they apply to 
items is given below, as welj as some excep- 
tions and special notes. 

Itcms that aid in travel should be defined 
by their speü-Like abiiities to discover dianges 
and limitations. An nmulet ofthe plarte s is not 
going to work, and most magical boots are 
just as useless. Fljing carpets or olher magical 
items Lhal are similar to the flj spell work as 
per that spell, but Wings ofßying do not work 
for lack of an atmosphere to push against. 

Ttems that create matter do not fimction (or 
function for only a limited time) on Temporal 
Prime. The alchemy jug and Bucknard's everfull 
purse are cxampies of items which do not 
work until taken back to reality. Nolzur's tttar- 
velous pigments work, since they have a mater- 
ial base, but the created item only exists for 
4d4 hours, after which the paints become 
nonmagicai. 

Items which are based on the severe alter- 
ation of reality should not work or shouid be 
limited in function. A deck qfnianj things can- 
not be drawn from at all, and a bag of beans 
does not work on Temporal Prime. Manuals 
and librams that alter a character's experi- 
ence points should onJy give haJf norrnal ben- 
efits. 

Daern's Instant Fortress: Most cJiaracters 
throw tJie forlress cube away from them as 
tliey speak the comnnind word, so that the 
expansion does not hit them. On Temporal 
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Prime, the cube freëzes as soon as it leaves the 
eharacter's touch (it is not a magical niissile}, 
and the expansion hits them hard, Chataeters 
shouid drop the cube and move well away 
before raising it 

Decanter of Endless Waten If the Ditngeon 
Master rules that this item is actuaUv opening 
a channei to the Plane of Elemental Water, 
then it funchons at haif its normal ability' If it 
is creating water from nothing, then it does 
not work at aU. 

Phylactery cif Long Years: Wearing this 
slows aging by hatf instead of by a quarfer. 

Sphere of Ännihilation: This hole within 
the multiverse cannot exist on Temporal 
Prime, Attempts to bring it through result in 
the character not slipping from realitv and 
experiencing a 5% chance of loss of controL 

Talisman of Pure Good/Ultimate Evil: Use 
of this item resuits in the equivalent of the 


7th-level priest spell destructian (there is no 
ground to erack open), The saving throw is 
dictated by the rules for tiie hüiman. 

Magtc Reslstance of 
Temporal Creatures 

Most natives of Temporai Prune possess an 
innate ability to resist temporal magic. This 
stems from their close association with tem- 
poral forces and sometimes from the fact they 
are slightly less linear than the origin of the 
magic. This resistance can be acquired, but 
only after deeades spent on Temporal Prime* 

Ünless otherwise noted, their magic resis- 
tance applies only to chronomantic magic. 
Special effects, such as the breath weapons of 
some temporal creatures, are not comidèred 
actual du'onomancy, and therefore the tempo- 
ral magic resistance does not apply 





74 • Chapter Six 
























CHAPTER 


Fantasy Adventures 



Descnpiitw does noi do justice to the wortd t 
beheld—a vishm the Ukes ofwhich cannot be con- 
ceiveâ by those who struggle behind oxen nor 
those whö spend their lives goverrting a paltn/ few 
thousand in thc largest cities we ktumi Though 
impossible to tell my course and the distance tmv- 
eled, sprerni before me was a cihj ofsuch vast tnag- 
nitude that one qf the steel and glass towers raised 
before nte woitld house dozens of villuges* Steedless 
metat carts thundered through the air ; and pegast 
were being ridden high alöng the less-traveieâ shf 
paths. It was a glorious sight to béhold* 

— Hxcerpt from 
The Travets ofKandalon, Vahtme II 

Bulldlng a Future 

Designing a future for any campaign can be 
dorte methodieally, with great attention paid 
to a fogical progression of events, or the DM 
can improvjse, nnakmg a few broäd assump- 
tions and filling in the rest on the go, DMs are 
encouraged to completely detail at least one 
future before winging it. 

Foundattons of tfie World 

There are five areas of concem when future 
building: politics, society, religion, economy, 
and magic and tedinology. Eadi of these must 
be dealt with to provide a firni setting. 

Politics. This foundation covers the rise, 
expansion, and fall of governments, whether 
kingdoms or empires. In most settings, the 
current politicai state is one of militaxy might. 
Those who control the most weapons cöntrol 
the most land. Warfare is covered in this sec- 
tion, since it is a means of expanding borders. 

Society, This area deals with the different 
levels of society and how they prosper and 
relate to each other Any major concern not 
covered hy other foundations is found here. 
Tliese are rnostly the natural threats of floods, 
earthquakes, or large monsters which endan- 
ger huge areas (dragons and the like). 


Religion, This area cannot be ignored for a 
world in which the divine can grant powers 
or even intervene. Religion can actually con- 
trol the political state of an entire land and 
have an effect on the zeal of society. In times 
of prosperity, religion has a tendencv to seem 
less important, but it is alwavs present, 

Economy. The base ot a world's economy 
changes as sodety advances. The ehange from 
a barter society to a monetary one does not 
take place immediateiy but in most cases it 
eventually happens. 

Magic and Technology. These snterdepen- 
dent factors deeplv influence the other foun- 
dations. Warfare depends heavily on magical 
and technological support. Advancement in 
these areas can improve the economy, At the 
beginning of most campaigns, lechnology Ls 
at a low, and magic rules supreme, but this 
might eventually change. 

Shaklng Ihe Foundations 

How each of the five areas change is dcpen- 
dent first on DM desire, and second on a logi- 
cal progression of events, Game play is every- 
thing. lf the players are enjoying themselves, 
some deLails that don't quite fit are often over- 
looked, If a completely incredible scenario is 
necessary for the timeline to mesh, pick the 
best jpoint and send in some NPC chronoman- 
cers tö tie a rough knot into the timestream 
and create the implausible bridge. Should 
players discover the chronomancer tamper- 
ing and wish to straighten it out, it's a ready- 
made adventure. 

To assist the DM in detail'mg alternate fu- 
tures, guidelines are listed below to give a 
basic idea of how fast things should change. 

Political Movement. War^ do not spring 
up üvernight, The reasons behind them can 
usuaUy be detected years, or even decades in 
advancc: increasing friction between neigh- 
boring kingdoms, including several peace 
Lalks and failed attempts at congeniaJIty; pop- 
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ulation pressure over a rtumber of years that 
finallv forces a country to expand its borders; 
even the romantic hut unlikely scenario of 
two kingdoms going to war over a kidnaped 
princess does not mean instant armies and 
battlefield combat. More likely a year or two 
of war by assassins transpires, followed by 
sVirmishes while armies arebuiit up ior large 
confrontations, Somewhere in here are severai 
failed peace attempts, and then finally all-out 
war. 

When wat arrives, it rarely brings great 
political change. Borders don't often move 
much. The rulers stay safe at home, so they 
are not removed from power. Most times, the 
oniy change is the devastation to both sides. 1t 
might take two or three wars before one king- 
dom finally annexes another, As a side note, 
when moving borders afound, it's best to use 
natural boundaries. When portions of another 
kingdom are taken, often the enemy was 
pushed back to a defensible posirion iike a 
river, mountain range, orden.se wood. 

If warfare seems a slow means of change, 
politics is even slower. A monarch usuaily 
holds power until death, which could mean 
upwards ot 100 years (with the age-restoring 
powers of many magical items), Sometimes a 
king might die young, and a child rules (likely 
through a regent), but olten the king's heir is 
middle-aged before taking the tlirone. 

The power of the people is a mce theoxy, 
but even if commoners make up over 50% 
of the popuiation, they are stiil leery about 
facing the ruler's professional soidiers, It 
olten takes yenrs of oppression before thev 
revolt, and change takes even longer if they 
try to work vvithin the system. It might take a 
decade of pressure before the king agrees tc> a 
voting council of elected commoners (which 
he can veto). 

Sociai Movement. I’rogress in the area of 
social reform moves slowly, which is helpful 
to the DM. T’here is rarely an event that can be 
pointed out as the one thing that led to im- 


proved relations between dwarves and elves, 
or the upper and lower classes. Old bigotries 
die hard, over decades if there are centuries of 
hatred to overcome, just to attain a neutral 
relationsliip. Lf nothing happens to set back 
progress, which usually does, the races or 
castes spend severa) more years or decades 
building trust and coimng to vmderstand each 
other better. In the case of an ancient rivalry 
in which wars have been fought and lifestyles 
are fairly alien to each other, elves and dwarves 
for instance, it would take centuries. 

Much ot how liberated the society ishas to 
do with the economy and the development of 
technology that aids the lower class. Over a 
course of centuries, the lower class expands 
upward, creating a larger middle class with 
the rise of professionai workers. Peasants, or 
the unskilied, become fewer. 

Religious Movement. During prosperous 
times, interest in reiigion falls off as people 
find other things to do with their time. Dur- 
ing times of hardship, people are likelv to 
turn back to religion to seek comfort or aid. 

Cliurches are not weak in prosperous times, 
though. They have their own cour.se of devel- 
opment, and when resources permit, they 
work to advanee those goaLs. Tliere are churches 
that become large financial powers and those 
that createa theocracy, for instance. 

Economic Movement. The first major step 
is the standardization of metals. This comes 
along with a spreading empire of loosely knit 
kingdoms. Changing from precious mefals to 
a printed standard is next. This might be tried 
severai times before success. It requires a sta- 
ble govemment to enforce the regulations and 
support tlie money. If the government desta- 
bilizes, so does the currency. 

Magical and Technological Advancement. 
Technology, in some forin, eventuaily ma- 
tures. A majority of these progressions are 
likely in the hands of wizards, but everyone 
can contribute to the overall rise. DMs shouid 
not worry about the speed of cliange, though. 
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The deveiopment of new technology and 
new magical techniques is most often a iocal- 
ized phenomenon. lt could take years for a 
new spell or device to reach common use in a 
single kingdom—at least two decades before 
it is used throughout an empire, Tliis is due to 
the lack of mass-production and the carrying 
of news by word of mouth. Improvements to 
a device or new applicatiöns for a speil are 
thought up every day by different individu- 
als, but most of these are kept quiet. It takes 
almost as long for improvements to spread as 
the original did. 

This system speeds up eventually, so be 
prepared. As production improves, more 
devices can be made even more cheaply, As 
communication improves, devices spread 
faster. Always know the status of these condi- 
tions for any era. 

Future Fantasy 

Of all the foundations, magic and technol- 
ogy are the hardest to control. Here are a few 
ideas as to how this can be done. 

Maglc 

Here are four wavs magic might develop. 

The Comtnon Touch. Magic is simplified, 
allowing low-level spells to be learned by 
anyone. 1t should be 50 years before cantrips 
seecommon use in households. Within 100 
years, some low-level spellsshow up, and in 
another 25, these same spells might be taught 
in schools. Once public schools are estab- 
lished, basic magic courses are offered. 

Specialists. Magic could become an area of 
special functions. Take the 5th-level spell/a&- 
ricatc. 1t would be broken down into fabricate 
mineral and fabricate vegetable, then perhaps 
intofabriaite wpod,fabriaite hemp, fabricate gahi, 
fabricate rieel, and fabriaite silicott. As a spell is 
broken down, lesser wizards can handle it. 
The possibilities of what may be done with 


the material increase, and the quality of the 
product rises. The schooi of fabrication is 
born, eventually splitting into more special- 
ized schools like the school of metal fabrica- 
tion. Magical items become just as specialized 
until they're more like tools. These changes 
would be unlikely to even begin within 100 
years of any campaign setting, since there are 
too rnany souroes of magic being discovered. 

Blurring the Edges. Magic could become 
more homogenized. Spelis would blend to- 
gether until there would be one per level. 
Imagine a Ist-Ievel version of wish able to cre- 
ate effects that do not exceed the power of a 
Ist-level spell, Tliere would he a wish for each 
spell level, with the only difference where the 
power is dravvn from. Eventually, Ihis barrier 
would be broken down, too. This is uniikely 
tö take place within 200 years, but its begin- 
ning might be found earlier. If specializing is 
the future envisioned, blurring could still 
como to pass. Ln a far future setting, spells 
might be broken down so that the essence of 
magic is worked with—then no tnore speils. 

Losing the Touch. Terhaps magic is a lim- 
ited resource. Unless a new source can be 
found, it eventually vanishes. Or an individ- 
ual or group could work to destroy it. Then 
magic would suddenly cease to function, 
instead of graduallv tapering off. Or perhaps 
several mishaps lead to such a public outrage 
lhat magic is outlawed, but imless magic 
becomes impossible to use, someone some- 
where is alwavs practicing it. Or magic could 
become harmful to practice. Similar to carbon 
monoxide, magic reaclies toxic proportions 
when there is too much of it. It would have to 
be cut back or phased out. 

Technology 

Tlie rise of technology mighl not be stopped, 
but it may be heavily resisted. A few sugges- 
tions on how to implement new technologv 
are tisted below. 
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Growth Spurts. Advancement comes in 
spurts. There may be a full decade without a 
significant item being invented, then two or 
three hit the market at once, When characters 
go time traveling, it is not necessary to im- 
prove evcrv piece of equipment or invent ncw 
ones every time they slip back to reality. 

Holding Back. Wizards may oppose the 
rise öf technology, and since they have some 
of the greatest minds Ln the world, they mighl 
succeed for a wliile. But, like it or not, new 
technology is eventually invented by the 
commoners, and it spreads. If nonmagical 
gunpowder is invented, magical smokc powder 
wiU fade from use. 

Monopoly. Wizards may simply control 
many technologicaJ advancements, espedaliy 
at first. It wouldn't take much to form an 
Inventor's Guild to control the production 
and sale of new technologv. There may be 
others who come up with new inventions, but 
the guild could exert its influence and force 
Lhem to join, enforcing their monopoly. 

Fantasy Tech 

Magic would make a fine shortcut in sev- 
eral technological gaps (frictionless surfaces, 
force fields), vet technology would workbet- 
ter than magic in some areas (a uuunl of ningic 
miasiles really has little on an Uzi). Some of 
tiie foöowing items and services are examples 
of what could progress from a society of 
magic and tedinoiogy. 

Booster Back 

Weight: 5 Ibs. Cost: 250 gp. 

The booster pack can hold from two doses 
of injectable potions (the normal thief pack— 
at lcast one dose of invisibility is standard) to 
twelve (for a warrior—lots of heating and a 
few combat potions). Early bulk versions, 
possibly found in a normal fantasy setting, 
are worn an Ihe back or hip and mount studs 
on the belt or wrist band for triggering the 


desired potion. A +2 penalty is applied to ini- 
tiative when triggering the potion, but other- 
wise, this does not count as an extra action. 
The potion takes effect at the end of the round. 

Improvements: lt would drop a haif pound 
everv two years until it weighed only two 
pounds loaded. Size would be reduced over 
another five years until the warrior module 
fits against the small of the back and the thief 
unit straps to an arm. Method and speed of 
injection, reducing the initiative penalty—all 
these would show up eventually. The price 
remains above 100 gp for as long as it's hand- 
made. Once manufacturing is improved, 
prices fall. Far future versions, after the inven- 
tion of cybernetics, would implant the pack 
subdermally and feature tiiought-activation. 

Capacitors 

Weight; 1 Ibs. Cost: 20 gp. 

These follow the production of lightning 
generators (see beiow) and take a charge off 
of one and bleed it siowly. This battery would 
need recharging periodically. H would not be 
invented until years ai : ter thc gcnerators, 

Improvements: Capacitors get smaller and 
lighter, ranging down to one ounce and cost- 
ing about 2 gp. There would always be a use 
for the Iarger capacitors, but battery power is 
needed at any size and strength. In the far 
future, the capacitor is exactly like a battery in 
that it is bought with a charge already pre- 
sent. Rechargeable ones are around, bul one- 
shots are clieapei: 

Cosmetic Surgery 

Service. Cost: by spell. 

Wizards using potymorph spells could change 
people's features. Though stili high priced, 
magic would dominate this area over surgical 
procedures like cutting and stitching. Eariy 
versions of this service would be potymorph 
oiher spells, Drawbacks are the cost of a 5t h- 
level spell and the system shock check. Also, 
the magic ean be dispeiled. 
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Improvements: It would t^ke decad.es for 
this to L'’t , come popular, luit once it took ht)ld, 
there would be rapid change, First would be 
the formation of polymorph Innnattoiil (6th 
level, but no chance of death). General areas 
would be researched next, like polxftnorph skin 
{4th Ievel). A school of polymorphing would 
eventually have spells like patl/morph tiose and 
color alteration. Prices drop accordingly. In the 
far future, the spedalist would know nothing 
other fchan shaping magic and would be able 
fco apply it like seulpting. The personal stvie 
of the wizard/artist counts a lot Prices would 
he back up in tliis time, since fashion costs, 

Fabricator 

Weight: 1 oz. to 5 Ibs. Cost: 10,000 gp. 

For those of artistic (but no magical) ability, 
Ihe fabricator tool line is just the thing: magi- 
cal toots allowing a nonwizard to work afab- 
ricate spell. They have different sizes and 
shapes to control the shaping ot the material. 

lmprovements: As the spell improves, so 
do the tools. Eventually, there would beshapes 
for different applications, sizes ranging from 
a trowel to a penknife ITe prices might drop 
to 4,000-10,000 each, depending on size and 
function. 

Firearms 

Weight: 5-500 Ibs. Cost: 50-1,000 gp, 

The invention of firearms depends greatlv 
on inventing an explosive of some type, Can- 
nons mightbe developed first and would be 
cheap, since casting a cannon is simple. Oper- 
ating a cannon requires a nonweapon profi- 
dency in artillery, and the rate of fire would 
begin at one shot per turn. Some worlds have 
physical or magical laws that prohibit gun- 
powder or explosives (e.g., Grt-yhäWK"*' and 
Birthhk .i it campaigns). 

Improvements: Firearms would take off 
froni cannon, growing smaller and more 
advanced everv year. Rifles wouid be next, 
and pistols would come soon after. Thev 


would be rapidly improved, but they wouldn't 
affect play much unless they negate heavy 
armor. Firearms put a heavy emphasis on the 
3rd-level wizard spell protection from normal 
missiles, as well as shicld, most wind spells, 
and anvthing that causes wetness or rain. 
Magical bullets would help, but thev would 
be as common as arrows or crosshott? bolts +1. 
and they're expended faster, In the future, 
firearms would be standard weapons, but 
most people who are likely lo be shot at are 
going to be protected by spelis. 

Lightning Generators 

Weight: 50 lbs. Cost: 15,000 gp. 

A lightning generator combines technology 
with applied magic. A special tield would be 
established that a Ughtning or chain lighting 
spell could charge up. The device would keep 
the electricity rolüng for a long time. Lf tech- 
nology fails, a perpetual lightning spell (low 
charge but permanent duration) works. A 
device with a captive lightning quasi eiemen- 
tal is possible. Early devices are inefficient 
and dangerous. 

Improvements: Improved power capacity 
would be important, as would safety, since 
damage could release a lighfuing spell. Mak- 
ing portable generators and city-wide ones, 
would be a higli priority. The expensive parl 
of tbis device is tbe magical speU that fuels it, 
but then it never has to be refueled, In the 
future, electrical theory is likely raised to the 
poinl that the magic element could be re- 
moved completely, but the lack of a need for 
fuel should keep the lightving spell in. 

Medicine 

Service. Cost: by spell or by job. 

Cure-all priest spells hold this markel for- 
ever. and thev get easier and cheaper as time 
goes on. Instead of corrective surgeries, all 
that’s needed are morespecific spelis. Rejuve- 
natc organ would solve the need for several 
su rgeries. 
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Still, a little basic training among the com- 
mon people would make the priest's life 
nuich easier. Someone trained in first aid or 
herbalism couid make a decent living treating 
people who can't afford the priest spells or 
who aren't deathly ill. The nursing profession 
wouid carve a nice living for itself as priest 
assistants and independent healers. 

Improvements: An enterprising alchemist 
would notice the benefits of large-scale potion 
prciduction. Healittg potions would replace 
minor surgerv, and uitaliti / potions would 
cover the normal illnesses. In the future, the 
priests, alchemists, and nurses have this field 
sewn up tight, and there would really be 
nothing that they couldn't do. 

PermaLyte 

Weight: bv product. Cost: by product 

Tlie continuuJ lighl spell is sure to slow the 
invention of light bulbs, rnaybe forever. Enter- 
prising w’izards have probably found several 
applications for the spell in anv campaign. 


Improvements: lf the spell can be cast on a 
iarge amount of substance and then divided 
up, prices fall. A glowing gel would be ex- 
tremely cheap, since one low-level wizard 
could enchant buckets of it with one spell. 
Other improvements include enchanting 
multiple items at once, brighter glows, color- 
ful glows, and flashing and sparkling 
options. 

Rejuvenation Centers 

Service. Cost: by spell and by month. 

Bv use of done, clients could leave a small 
tissue sample with a service, to be cloned 
once certain conditions were met (death or 
Iong-term absence). First fees wouid be to 
deposit a tissue sample, pay for a preserve 
spell, and pay in advance for the clone spell. A 
monthly fee could then be charged for storage 
of the tissue sample and for every time tho 
customer wants to update the sample. 

ImpTovements: Death verification could be 
made through high-level divination speils. 
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Preserveware 

Weight: 1-5Ü Ibs. empty. Cost: 10 gp/lb. 

These glass or metal containers range from 
1 cubic foot to 50 cubic feet and keep food and 
drink from spoiling indefinitely. The initial 
invention of these incredibly useful devices 
depends entirely on sotneone creating a pre- 
servi’ spt’li that enchants containers before 
they are filled, and one that blankets several 
containers at once. 

Improvements: The containers would be 
made cheaper, finally switching to plastic 
when technology made sueh a thing possible. 
Finding a way for the containers to be re* 
usable would be next big step. Even with the 
advent of refrigeration and freeze drying, tlie 
containers would be popular for long-term 
storage. 

Teiepads 

Weight: 250 Ibs. Cost: 25,000 gp. 

This transit system would be employed 
first on large scales where the high cost could 
be paid by the govemment and made back in 
revenues. These items would be platform and 
arch combinations created in pairs. The tele- 
pads are placed on a flat surface, and by 
walking through one, you are transported to 
the other as if by teleport wiihout error. These 
wouid be sel up wilh a toll booth. A kingdom 
orempire on a war footing would find these 
usefu! for rapid movement of troops, and a 
major trade route could save enougli in slaip- 
ping costs to afford a set of these. 

Improvements: A mat of woven gold and 
silver would make a nice telepad, since it 
could be rolled up for storage and moved eas- 
ily. On a more difficuit level, having multiple 
téiepads and being able to pick and choose 
from possible destinalions would be nice. 

With this kind of mass-transit, no other 
long-distance transportation would ever be 
needed, but short-distance transit systems 
would sfili be cost effective for inner-city 
movement. 


Thantos's IVIoney Handier 

Weight; 10 lbs. Cost: 20,000 gp. 

Designed by a wizard with a iarge amount 
of treasure, the money handier is a small, 
hand-held magical item with an attachment 
to fit any size bag. lt has a tapered snout and a 
small control pad with a counter readout. The 
device uses telekinesis and a custom-designed 
spell for valuing coins and gems. 

lt has fwo functions: intake and deliver. On 
intake, the device sucks up all the coins and 
gems it's pointed at, at a maximum rate of 200 
pounds per round, placing it in the attacited 
bag. It records the value of all treasure taken 
in and displays it on the control pad counter. 
On deliver, the operator sets the counter for a 
gp value. The device extracts that amount 
from the treasure bag and deposits it through 
the device's nose at the same maximum rate. 

Improvements: One of thc first additions 
would be a bag of holdipg or portabte hole in- 
stead of a normai bag, With a slight alteration 
to tiu’ valuing speil, the device could separate 
the treasure according to type (gold, silver, 
and so on) and into different compartments. 
The operator could now select the type of 
treasure (gold, gems, and so on) to be taken in 
or given out. A detect magic ability causes a 
light to blink rapidly when pointed at a magi- 
cal item, and a separate function causes an- 
other light to blink if the device is pointed at 
an object of greal value it can't intake. Finally, 
a minor creation spell could be incorporated so 
that, on deliver, the money would appear in 
small leather pouches of a maximum 100 gp 
value eacli. This would slow the rate of flow 
to aboul 150 pounds per round. 

Weather Predictors 

Siervice. Cost: by spell. 

This service can be provided by a priest or 
druid and paid for bv the spell. Both weather 
summoning and a new spell, weather predictian, 
are necessary, Since several priest spells deal 
with prediction, tliis should not be a problem. 
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Made to Order 


Creature Evolutton 

The effects of iime on creatures cannot be 
tgnored as the wizard travels through timt\ 

Most of the races have reached their high- 
est form of existence, but there is still some 
room for improvement. The average Intelli- 
gence of a race might rise by 1 point every 
1,000 years. Since the c>rigin of the races is 
siightly closer, apply a -1 penalty for every 
500 years into ihe past. This is a racial aver- 
age, not a penatty to be applied to tlie charac- 
ters. Also, some of the wüder races grow 
tnore dvilized as time goes on. More racial 
mixes are going to occur, too, 

Some creatures niay lose mass and Strength 
to gain Dexterity and InteUigence. Size should 
decreasés slightly. Strength might falter, low- 
ering damage accordinglv, but Dextcrity and 
InteÜigence should pick up a poin t or two 
over 500 years. A creature's THACQ increases 
vviEh these changes, -i-I or +2 every few hun- 
dred years, and if taking damage is a daily 
possibility, then the AC should drop by one 
point at about the same tiine. If the creature 
has a special ahilitv it constantly employs, 
increase its strength accordingly. If it is one 
rareiy used, drop fhe special abÜity hy a smail 
percentage ev ery few tuuidred years. 

Creationism 

Evolution, as a scièntific concept, may not 
have any validity in a fantasy universe or 
world. According to the history of some back- 
grounds, they did not evolve; they were cre- 
ated from vvhole cloth. Ln such a vvorld, crea- 
tures are created hy deities at the same time as 
the resl of their universe. In these worlds, 
movtng backward in time only takes a trav- 
eier a short distanéë until he encounters the 
beginning of that reality's timeslream. In sueh 
worlds, Ârfit us's devotutiortary warrior does 
not work Fhere is nothing into which a crea 
ture can devoive. 


RhLaganth is a ready-to-use region that 
couJd be plugged into rrtany fantasy worlds. 
The sections below follow it through time. 
Guidelines on assigning tech and magic levels 
are presented to help you decide w'hat items 
to use, Use this example to help you make 
decisions about your own campaign world. 

When setting up a time travel campaign Ln 
an offidai AD&D ' setting, be cauöous. Of all 
of TSR's worlds, only the Draconlance® 
campalgn has so far extensively used time 
travel, but others do make references to their 
respective pasts I3e preparcd to do a great 
deal of research about the campaign world's 
history so that you don't inadvertentiy run 
afoul of something that's alreadv been wrlt- 
ten. See pages 87-89 for details. 


This is 500-1,000 years in the past. The 
events sound alien to characters who travel 
here, since the histories are very inaccurate 
PoliticaL There is one Lirge human seltle- 
mentin the valley of Ri-Laganth, CTher towns 
are known to the nortiiwest, hut there is little 
tmst or trade between them, To the entire east 
and most of the north and south are the high 
peaks of tlie Krrksham Moimtains, and to the 
southwest is dense förest from whieh the inv 
mediate danger cömes: the orc hordes. 

Skirmisbes with the orcs have been going 
on since their discovery five years before. It is 
a matter of time before an alTout war. History 
buffs remember ihat the hordes were stopped 
hy a fanaticai general ahle to hold thetn off 
long enough for aid to arrive. 

Ri-Laganth is mled by a theocracy estab- 
Hshed by the diurch of Set. The high priest is 
Varcth, and the army is made up of religious 
fanatics. Vareth has been provoking this war 
and is planning to lead liis people into a giant 
sacrifice to his god. 


Disrant Past 
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SociaL The caste system here is simple. 
Peasants compose ^0% of the population. 
They do the fartning and lahor, and form the 
bulk of the army expeeted to be lost buying 
the professional soldiers time to fight. These 
people have no rights under the church. The 
religious amiv comprises the other 10%. Thev 
are fanatical warriors (average 4th level), 
making them a smaü yet formidable force. 

Relations with other settlements are lim- 
ited, since Vareth doesnT want putside Lnflu- 
enees, especiaUy now that the war is about to 
commence, Other races are knowrt of, but 
none live Ln the valley. Dvvarves and gnomes 
have come out of the mountains, but the 
dwarves were treated poorly, and the gnomes 
were driven away, Elves have been heard of 
in legends and tales, but they are believed to 
be a fairy lolk. An eif that shows up here 
could be treated as an omen. 

Religion, The church of Set is an evil reli- 
gion, and Varetln is a chaotie disciple of it. No 
other religion is tolerated in this valley. Sacri- 
fices take plaee every few months, whenever 
Vareth thinks his control might be slipptng, 
He has the people embracing his religion out 
of fear of the orcs, but if the orcs slaughter 
fhein, Set possesses their souls. 

Economic* People are expected to tive off 
whatever the church does not appropriate, 
Vareth makes sure the the people are always 
wanttng. A few skilled peasants exist and 
barely survive trading tlieir work for food. 
Trade is done by bartering, and very little pre- 
cious metal is found here, 

Magic and Technology. The few wizards 
that exist here are part of the religit»us army. It 
is said that Vaxeth knows sotne of this art (a 
wizard-priest?). No spells are known above 
8th lev.el. All "nanie" speils (like Otfes ine- 
sistibk dttnce) are unknown. 

Technology is crude. Even the ropes are 
prone to breakmg. Torches are roughly made 
(one half the burning power), and lanterns do 
not exlst. Doors are tied shut from the inside. 


Oniy the temple has locks, and they are very 
basic (+20% to a pick locks roll), Only Vareth 
might possess anything made of glass or any 
sort of precious metal. 

Adventure Icieas. The general oi the army 
held off the orc attack and defied Vareth's 
orders of noncontact with other humans. He 
sent for assistance which he eventually re- 
ceived. Toward the end of the battie, he un- 
covered Vareth's evil plans and defeated the 
priest, He became ruler long enough to estab- 
lish a just military goveniment. 

Have the heroes meet the general right 
away. He can draft them, or he can attack 
them as outsiders working for Üie orcs. He is 
fartatical, and the heroes are unlikely to have 
a decent excuse ready If the characters fight 
and kiil the general, they have taken away the 
only chance Ri-Laganth has for victory. they 
should find out quickly that Vareth has no 
plans to help defend Lhe city, It's up to them. 

Present 

This present time has ties to a LÜÜO-year- 
old problem. 

PoliticaL Ri-Laganth is still ruled by □ miii- 
tary govemment, one fairly decent to its peo- 
ple. TTie kingdoms to the north have agreed to 
aid Ri-Laganth ii the orcs come back, but it is 
an old treaiy, and several of the kingdoms 
mav not honor it. The leader is City Comman- 
der Joranthal, a descendent from the liero 
general of long ago. 

The orcs are a problem again, having de- 
feated several sinaU kingdoms to the south. 
The orcs are tribal by nature now, so they 
have some organization, They have been 
sullen and unappröachable since their defeat, 
and they are bäck for vengeance They are dri- 
ven with religious fervor srnce Vareth Ls insh- 
gating this attädk, w r anting revenge for his 
failure to kill off Ri-Laganth so long ago. 

Social. A normal caste system has been 
established; Thc military is considered upper- 
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middleclass, since they are a highly profes- 
sional bunch and have the ability to raise their 
status mto the mling/upper dass. 

Elves and dwarves are weleomed here, but 
neither are in great numbers, Gnomes are tol- 
erated, but a few confrontatiorss have made 
them unwelcome guests. 

Religion, Religion was nonexistent for 
some time after Vareth's downfali. New reli- 
gions have been slow to attract dedicated fol- 
lowers, and any religion that gains too much 
popularity is always suspected. The people 
aren't even sure why they're suspicious any- 
more, but they are nonetheless. 

Vareth has become a lich named Raveth, 
He is guiding the orcs, again through the 
church öf Set, Ra veth caters to the orcish 
belief that they are the supreme race, and he 
buiids them to a fanatical pifch that makes 
them hard tostop. 

Economic. The normal exchange rates of 
precious metals apply but their buying power 
has faüen sÜghtly This is due to Ri-Laganth's 
iarge military force and the fact that they pav 
their military weü. Services and goods cost 
^0% more than normai* The pJus side is that 
they are always hiring, and they pay special 
rates for high-level heroes. 

Magic and Technology. Approximately 
10—20% of tlie items on the normal equipment 
list have been improved in some smail way 
The booster pack (page 78) is herc, too. 

Other advances include improved armor 
crafting (a nonmagkal +1 to AC). Ri-Laganth 
ha$ a "spedal forces" in their army Gönpow- 
der is not here yet, but it's not far off, A few 
hippogriffs or pegasi are used for aerial scout- 
ing. For magic, the emphasis is on offensive 
spells, like a 2nd-Jevel speü cailed imprtyved 
magic missHes (IdfH-l per missiJe). 

Adventure Ideas* This is set u.p for lots of 
combat or a fair amount of scouting and m- 
trigue. The characters ean be used as a raiding 
party sent to harass the orcs and keep them 
off balanee until a full-scale attaek can be 


arranged. They could be sent in to find out 
whai is stirring up the orcs this time and 
remove it (Raveth), The characters do not 
even have to get near this fighting. Thev 
could be sent to other kingdoins to convince 
them fo help, All sorts of intrigue are avaib 
able there, Lhe least of which is thal another 
kingdom pians to attack Ri-Laganth while 
they are weak from battling the orcs. 

Future 

This fulure is 1,000 years away It is heavy 
in both magic and technology 

Political. Ri-Laganth looks sinülar to the 
ancient settlement, The smali mountain range 
it was once tucked into is now covered by 
large complexes of âpartments, homes, and 
businesses. Tlie Kirkshams rise up behind the 
city, and in their vast ranges, large areas of 
wilderness still remain. Ri-Laganth is now a 
city-state that covers what used to be several 
smaller kingdoms. It Ls ruled bv a council in 
which the military still plays a large parL 

Tlie Empire (of whkh Ri-Laganth is a part) 
covers most of the human lands. It has a loose 
alliance with the elven nation that resides on 
the far side of the Kirkshams, but it refuses to 
even recognize the orc nation in the southern 
jungles. The Empire leaves each city-state to 
itself as long as thev pay proper respect and 
meet yearly tax quotas. The Emperor is said 
to have built the Empire through great magi- 
eal power and the loyalty of Ihe Wizards' 
Guild. Üther continents are traded with freely 
but st is thought that the Empire might be 
expanding in those directions soon. 

Social. Ri-Laganth is "enlightened/" with 
the dasses relating fairly well with each other. 
SexJsm and rncism nre all but elirninated, and 
if old grudges are stiü harbored, thev are kcpt 
quiet. Orcs traveling the human lands are 
made as welcome as dwarves and elves. The 
people po$sess a high amount of pride in 
their city-state, which is not unfounded, since 
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they tend to have a high standard of living, 
The common person lives at a level of comfort 
similar to that of the middle class of a thou- 
sand years ago, with plenty of leisure time 
and a steady income. Average Intelligence is 
up slightly, and everyone receives a fairly 
adequate education. 

Religion. fhc religious paranoia these peo- 
ple once exhibited has faded, and several 
dozcn churches have large followings, includ- 
ingsome of questionable morals and align- 
ment. No church has a huge footing, though, 
and the high priests occupy only three seats 
on the coundl, the smallest of any group. 

Economic. A printed standard has been 
estabüshed by each city-state. Ten bilLs equal 
one gp, and coins of tin have taken over for 
precious metals. Tribute to the Empire is still 
paid in goid. Much of the trade between city- 
states is also accomplished this way, since 
somc currencies are stronger Llian others. 

Production of the essentials and many of 
life's comforts has reached a stage where they 
are ail cheap enough for people to have. Un- 
less the item would be considered specially 
crafted, prices would be approximately half 
what they used to be. 

Magic and Technology. Most people can 
cast a few lower-level speils. Schools offer 
courses in spellcasting. Magic is a career 
choice, and vvizards are all specialists of some 
type. A magical mass-transportation svsteni 
runs along spedaJ routes in the citv, similar to 
a trolley system but magically propelled. 
Steeds are stili a means of travel, hut horses 
are as common as hippogriffs and griffons, 
and a few pegasi tly over the city. 

Telepads (see page 8 J) are the only public 
travel source for long distances, and they cosl 
only a few bills to nse. Using magic to explore 
the possibillties of space travel is under way 
here (witii results depending on the DM's 
desire to deal with the ramifications). Fire- 
arms are normai weapons, but a large major- 
ity of the population has protective wards 


against nonmagical missiles. Much of the 
technology is divorcing itself from magical 
aid in efforts to become mass-producible, but 
the big stuff, such as lightning generators, 
rejuvenation centers, and telepads, remains 
the same, since the benefits far outweigh any 
problems with relying on magic. 

Adventure Ideas. Unless the characters are 
intent on causing trouble, adventuring is at 
an all-time Iow. Wildemess areas are extant in 
the mountains or deep within certain forests, 
but the public frowns on the deliberate hunt- 
ing of certain creatures. There are still the 
less-avilized areas where ferouble with other 
humanoids is as likeiy as a run-in with an ill- 
tempered a-eature, but rnost of the adventure 
here is in exploring a strange world. 

farFuture 

Rl-Laganth is visited tme final time, a few 
thousand years past the last detailing. This 
future is bleak and dark and full of more 
adventuring possibilities tlian the last one. 

Political. The Emptre has fallen with no 
magic to support il, and the city-states have 
been left to theirown survival. Several have 
grown militant and often war over any piece 
of techndlogy that is stiil usable. Ri-Laganth, 
thanks to its military heritage, has bcen a sta- 
bie force in u world plunging into anarchy, 
This city-state, besides having several danger- 
ous areas that characters could joumey to for 
adventure, is an excellent base for excursions 
into the surrounding city-states. 

Ri-Laganth was tlne first city-state to dedare 
itself the new seat of powcr after Imperial 
Citv was ransacked, but others followed suit. 
Ri-Lagantli made no war efforl to back up its 
daim and hns suecessfuUy repelled tvvo minor 
invasions led by weaker dty-statcs. The offi- 
cial position beLng taken by the coimdi is to 
entrendi and nde it out. 

Social. ll's back to the tiavesand have-nots, 
with over !vÜ% of the populalion barely sur- 
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viving, about 40% staying in the comfortable 
but on-the-edge category, and less than 10% 
in a position of power. The military is not 
favored by thß dtizens, since there have been 
severai problems with soldiers taking what 
they want but there are large numbers want- 
ing to join and being hrmed away. Those who 
aren't accepted act as mercenary adventurers 
or raid otlier dty-states. 

Religion. In a trying time such as this, one 
would think that the churches wauld be filled, 
but the priests have lost a great deat of their 
prestige with thc loss of magic. Divine pow- 
ers might give pricsts their speUcasting abil- 
ity, but thcy still need magical energy to work 
withi. If the divine powers can do something 
about thc state the world is Ln, they aren't act- 
ing just yeL Most peopte beiieve the gods 
have abandoned them. 

Economic. Before the Empire fell, people 
Lised virtual money This is slipping due to 
the lack of a central control Ri-Laganth is 
holding out welt, sincc it has reverted back to 
its own exchange system. Trade with other 
city-states, when necessary involves trading 
technology. Ri-Laganth is working hard at 
becoming self-suff icient once again. 

The necessities of Ufe are still easv to get, 
but the comforts have at least tripled in price. 
Technology costs sma.ll fortunes, as people are 
hoarding what they have. Magicai items and 
especiallv artitacts are being taken in at a high 
price by the city-states. 

Magic aml Technoiogy, A thousand years 
ot liigh magic use, as depicted earlier, has 
draincd the limited resource of magic to a 
minimum across the entire world. It may 
repair itself by a "leaking in" effect from sur- 
rounding space, but only after several cen- 
turies withont use. 

tn this fime trame, onlv spells of 4th-level 
and below work, and no magical items func- 
tion properly. Artifacts still function, but the 
resource drain could produce dangerous 
eftects. Câsting spells or using magical items 


is a capital offense. All magical items are 
being sought and destroyed Ln an effort to 
bleed their magic back into the fabric of real- 
ity. MagicaJ creatures Like the unicorn are 
dying out, and some city-states are making 
efforts to keep them aliv r c. Dragons suddenly 
dlsappeared over a century agp, and some 
believe that they might have an answer to this 
problem if they could be found, 

Technology is whatyou might expect for a 
cyberpunk future. Lots of chrome and metal 
parts are used to supplement the humanoid 
budy, Heavy weâponry is more devastating 
tlian ever, since magic can no longer thwart it. 
People are scavenging ali the technology that 
can be saved, but lots of it is wasting away, 
since it required magicaJ aid to operate. Wiz- 
ards are becoming a dass of "teehnomancers/' 
ignoring magic and delving completely into 
technology. They are attempting to rebuild 
the technnlogy base so that it can survive 
without magical aid 

Adventure Ideas* Ki-Laganth definitelv 
has its problems, and several possibilities 
exist here for the characters to help or add to 
them. Law and order are nonexistent in sev- 
eral areas of this vast dty-state, creating pock- 
ets that can be considered wildemess. Raids 
into other citv-states are common, and the 
characters could participate in these or help to 
prevent raids into Ri-Laganth. A DM who 
wished to play with space travel could cer- 
tainly do so, but since certain aspects of anv 
ship would be magical (like the drive), they 
would be unable to function on this world 
and would be forced to stav clear. 

Many chronomancers might decide that 
this is a problem best solved by traveling back 
and preventing the loss of magic. Tliis should 
be a series of incrediblv difficult adventures 
with several setbacks. No one in Lhe past 
wants lü believe the characters, and if they 
dp, there wouldn't be the all-nut eftort neces- 
sarv to create a reaJ change. It tliis is the tacric 
they w ant to take, inake them work for it 
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Chronomancy and Offtcial AD&.D Worlds 

Tlme travel is known to a handful of wizards on 
a number of worlds, but dironomancers often face 
serious restrictions Ln partiailar campaigns, espe- 
dally when powerfui deities and secret organiza- 
tions devote themsetves to preserving their worlds' 
liistories. Deities atso wish to preserve their wor- 
shipers, and those gods will fight anv historical 
changes that would harm their fakhhiL 

Particulars for using chronomancy m each of 
TSR's official AD&D (i ' campaign wnrlds failow. 
Dungeon Masters should very carefully exarmne 
their campaign timelines and historical notes, pay- 
ing attention to possible discrepaneies and "blank 
spots," if preparlng a time-travel campaign therein. 

Bikthkight 11 campaign: Ciuonomancy has been 
understood in theory since the days of the Anui- 
rean b mpire, but no tirne traveler has ever been 
authenticated anywhere in Cerilia. -An evii biooded 
wizarcl or awnshegh who learned of chronomancy 
would be an immitigated disaster, su an interest in 
protecting Cerilia's history ts obviously strong. The 
m agi ca I ex p I osion a t Mo u n t Deismaa r m i gh t h a v e 
cast some unfortunate beings into other planes or 
tlirough time iLseli, but this has never been proven 
despite stories that surface of time-lost soldiers 
appearing out of the wildemess. 

Dark Svti' 1 " campaign: Chronomancy is com- 
pletely unknown here asa magjcal school. Athas is 
currently cut off from all other worlds by eüher 
planar travel or spelljammmg, but if a chrono- 
mancer did make his way here, he would find 
travel through Athas's history completely uure- 
stricted. 

Hovvever, a tiny number of experiencecl psioni- 
cists manage lo gain a new psionic power calLed 
Ilme Travel (see T7/r WiU ami ti/r VJay, pages 79-80), 
wliich üffectivdy turns those psiorticists tnto 
ch rontimancers. If a chronomancer is d iscovered 
by one of these psionic time travelers, the psioni- 
cistwLLl pursue and destroy him out of xenophobic 
fear. Temporal Prime is here called the timestruam. 


a water reference indicating the perceived value 
and rarity of time as an "element" 

DK AGONLANCt' campaign: T‘he history of the 
world of Krynn is perhaps the most careI ully 
diarted of allTSR's game worlds, The primary risk 
of time travol here is that at several points in 
Krvnn's history, Krynn's existence in Temporal 
Prime (called "The River of Time 1 ' bv Krynnish 
philosophcrs) branches off into altexmte realities. 
Should a chronomancer enter Temporal Prime at 
one of these "nodes/' he may be shunted into a reai- 
ity other than his own (75% chance, or DM's choice). 
When this happens, Üie trip becomes one-way, and 
thc chronomancer cannot return tn his original 
timelirie, instead being confined to this ncw reality 
even if he retums n^peatedly ti> the node. 

Nodes in the history of Krynn Lndudeany of the 
four Dragonwajs; the decades wheii tlie Greystone 
soared across the land, reshaping magic and dcmi- 
htunans in its wake; the early days of the Solamnic 
knighthoöd; the Catadysm and the period prior to 
it when the Kingpriest afctempted to suppress 
magic and bring the gods under his sway; and any 
point during the Life of Raistliry wha is feared to 
have expiored chronomancv and protected himstilf 
against it. 

Further, magic works difierently in different 
eras of Krvnn. Before human dvilizatiom existed , 
Krynn experienced tinies of no magic and wild 
magic; more recently, magic was oullawed, thcn 
viewed as an arcane mystery by commoners and 
mages alike. Tn at least one of Krynn's attemate 
futures, magic may be cast only by drairdng power 
from old magical iterns, 

A Kryrmish artifact of interest to chronomancers 
is the devicc- vftime jounwijing. This item r which 
looks üke a jeweled scepter, transports the vvielder 
and aLI comparuons withm 10 feet lo any desired 
time (Lhe location is the DM's choice) or any de- 
sired place (the time is tlie DM's dioice). Details on 
this unique artifact are found in DliAcoNlAtiCE 
Aäi'entures or Encyclüledia Magr A ni volumc 3 
Further, Astinus, KrymTs greatest historian, is 
reported to have in his possession the ütohc ofpre- 


Offrdal ADKD Worlds • 87 









smt Hme fmsing, ati ortifact creatcd by the mysteri- 
ous Master of Pag! and Prcsenl. This item allows 
the wielder tn project his spirit inio Krynn's past 
and watch evente as they unfold. 

FohgotteN RtALMS YKara-Tur/At -Qapim*/ 
Maztica campaigns: Toril has many powerful 
forces devoted tokeepirtg itshistory intact. Elmin- 
ster, Khelben Arunsuii theSeven Sisters, and manv 
other powerful wLzards have heen granted certain 
undefined powers fmm Mystra, goddess of magic, 
to prevem dironomantic spells from warking in 
their vicinities. Supematural or priestly agents of 
Deneir and Oghma (Toril's gods of KLstory, so to 
speak] are believed able to follow a chronoinaricer's 
trail and undn any damage he has done Fmally a 
chronomancer w'ho seriously diarupfe history is 
likely to encounter an avatar of the mt)st directly 
concerned deitv, which will likelv resiilt in the 
abmpt termination of that d ironomancer's life. 

Other than this, chronomancers are known to 
make limtled, low-key trips Ihrough time Ln Faemn, 
Kara-Tu r, Zakhara. and Maztica. Nâtive clirono- 
mancers are usua.Ily devout foüowers of both a 
deity of magic (e.g., Mystra) and a deitv of tLme or 
historv (e.g.. Denérror Oghma), serving as histori- 
ansand information coiiectors. Ancient empires 
such as NcdieriL Raiirin, MiiUiorand, Narfell, Rau- 
mathar, and Cormanthyr might have known of 
chronomaney or timo travel f though this did not 
prevent their lall. Most wizards here refer to Tem- 
pural Prime as the Plane or Demtplane of Time 

G kf v h a w W* 1 cam pa ign: Ev i dence su ggests tha I a 
group of Guardians-like chronomancers exists on 
Oertft, but little is known of them. The Codexof Infi- 
nilc PUnw s has a eryptic reference to the Monitors ol 
Lnfinity "drawn from iill piaces in Ilme/' buL this is 
Ihe sum of theevidenco. Chronomancers risk pur- 
suit hy the Monitors or by an avatar of a time- 
rdated deitv If a major disruption of history occurs. 

Two quasi-deilies, TTeward and Murlynd. are 
suspected of heing ehrünoinancers or having time- 
travel pcuvers from devices, psionics, or artifacts. 
The mad demigod Zagvg likelv travels Tempöral 


Prime, which is here usuallv calied the Piane or 
Demiplanc of Time; the demigod Vecna certainly 
knows of ciironomancv. 

The andent Suloise-Baklunish confUct may have 
involved time battles between rivat chronomancers. 
Tslus (goddess of fate and destiny) Ls ßaklunish; 
Lendor (god of time) is SueL The resnlts of such 
fightmg, and anv involvement of the Monitors or 
godiv avatars, are unknown Chronomancy might 
also be known to elves worshrping Labdas Enoreth, 
the eiven deity of iongevitv, hLston and \ime, and 
wjzards of Boccob, Lhe Oerik god of magic. 

Chronomancers may wish to explorc Tovag 
Baragu, the Stone Circlcs, whose arches sometimes 
open intn OerlTTs pnsl. (Sec the Greyhawk adven- 
ture, Venui Livesl). 

Historical Referencecampaign:Theseven vol- 
umes in the HR series describe Europe, North 
Africa, and the Middie Ea&t of Earth across n vari- 
cty of historlcal periods, Irorn 2200 B.c. {Ayr of 
Heroes) to \.n. 1650 (A Mighty Fortress). Magic is 
assumed to be possible, though it is limited in 
Ttature and normal teehnologicai development 
occurs at the same Lime. 

Certain historical figures öf this "magic Earth" 
mav have had limited knowledge of chronomancy, 
given their reputed predictive or magicaT ahilities 
(e.g. f Nostradamus, Roger Bncon, Michael Scot. L)n 
John Dec) Mvthical figures with extraordinary 
magicaI powers might have time-1raveling abili- 
ties, too (e.g v Orade at Delphi., Baba Yaga, Merlin, 
Morgan le Fay). Fabled Atlantis, said tn have 
existed in the distant past, might be the home of a 
Guardians-like force of Temporal Chajnpions. 

The Ravent.ofT' 1 campaign expansion, Masque of 
the Ked Dmth and Ofher Tales, shows this same mag- 
ical Earth in the Late IS.th century, though with n 
dnrk strain of horror. (The worid is nicknamcd 
' Gothic Earth.") H.G. VVHis published Thc Time 
Machme in 18%: if this tale Ls assiuned to be in part 
autobiDgraphicaL he woutd be the oniy known 
time traveler trom Lhis peräod Tliere is evidence 
that Murlynd (see Gkeyhawk campaign) has been 
to thls vvorld, during this and other time periods. 
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Mystara*/Hqllow World®/Rll> Steel # / 
Blackmooe 1 * campaign: Chronomancy was 
known to the wizards of Alphatia, but alJ Alpl\a- 
tian chronomancers werc destroyed by an un- 
known Umnortal after they attempted to nrake 
contact with the long-Iost techno-magicaI empire 
of BJackmoor. One investigator of this disaster 
believes the Immortals Rafiel and possibly Rad 
(aJca. Étierme d'Ambervflle) are defending a pre- 
historic secret somehow connected w r ith the Radi- 
ance of Glantri. Rumors sometimes pass through 
GLintri that a locai wizard Iras rediscovered the lost 
secrets of chronomancy, but this has never been 
proven. No Guardfans-like group of chrono- 
mancers is known here. 

Unobtrusive chronomancers have considerable 
freedom; furthetmore, they miglit garn the cau- 
tious notice of Immortals from Energy or Time 
(particuiarly Ixion), wJ\o might be bribed at tre- 
mendous expense to reveal other secrets of chrono- 
mancy or Mystaran history. Immortals of Time 
caretully shunt chronomancers "around" critical 
events in history, so that all attempts to reach tht>sc 
times are missed by days, months, or years. Ti me 
travelers perceived as dangerously hostile to Mys- 
taran history are located and destroyed without 
Ceremoi\ y o r d el a v. 

Pi.AisfESCAPE ry campaign: Anyone attempting 
time travel on an Outer or Elemmtal Plane is at 
extreme risk uf attracting the unwelcome attention 
of one or more deities i>r supernatural monstrosi- 
ties, Some deities whose spheres include time 
mtght have their avatars capture and question 
chronomancers, trading freedom for all the infor- 
mation and new spells the chronomancers have 
(and the promise never to return). Most deities are 
not so forgiving. 

In SigÜ access to Temporal Prime has been com- 
pletely blocked by the Lady ofPain, wlio controls 
all portals in tbat city and does not personally like 
chronomancy. Chronomancers who reveal their 
powers in Sigil find that they instantlv become 
pariahs, and they invariably and quickly disap- 
pt'ar, never to be seen again. 


Ravenlqft j “' campaign: Chronomancy is com- 
pletely unknown on the Demiplane of Dread as a 
magicai school. However, chronomancers from 
other worlds might be involuntarily drawn to this 
demiplane. 

Time travel here is dangerous at best. Stnce 
dumains come and go over hme, chronomancers 
risk traveling to a lime where a domatn ceases to 
exist Many Ravenloft domains have calendars 
that range back a millennia or more, but the oldest 
land has, in fact, barely been in existence for 390 
years al the present time. 

Using chronomancy in Lhe relatively stable core 
domains is fairly risk free, so long as the character 
travels to a time vvhere that land exists. Tune traveL 
ing in any of the Islands of Terror, however, is very 
dangerous, since the Islands are in erratic states of 
flüx across time and space. VVhen attempting tlme 
travel in one of these realms, there is a 50% chance 
the character will end up ata time where the land 
does not exist, even if the time traveled was but a 
minute long. Should a chronomancer accidentally 
venture to a time before ihe domain in question 
exists, the character is stranded in the Mlsts that 
surround the demiplane, there to wander alone 
until the Dark Powers, who watch over all in the 
demiplane. permit a retum ta thc Land. 

Of interest to chrontjmancers in this setting is 
the tiny, dc!st>late realm of Eorlom, whieh contains 
a castie whose haUs and doorw r ays are reported to 
serve as gates to otlier time periods. Investigating 
and harnessing dils incredible resource is a quesl 
wurthy of any chronomancer, thougb the strange 
phantom who dweJIs in thecrumbhng edifice must 
be dealt with first. See the Castles Forlorn boxed set 
for further details. 

SrcLLjAMMTR-' campaign: Mi>sl w-orkis Ln other 
crystal spheres have no knnwtedge of chrono- 
mancy and time traveJ there Ls often unréstricted 
(e.g., the Ruck nf Bral). Other worlds irtight have 
nonhuman chmnomancers, but this is unproven, ff 
there is a diagon chronomancer, for example, it 
undoubtedly exists on the world of the lo's Blood 
Isles (see the Cüunlu or Wyrms™ campaign set). 
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Chronovoid 


CLJMATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION; 
ACTIVITY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASÜRE: 

ALIGNMENT: 

Temporal Prime 
Common 

Colany 

Any 

Omnivore 

Average (8-9) 

G 

CJiaotic neutral 

NO, APPEARING: 

1dl2 

ARMOR CLASS: 

6 

MÖVEMENT: 

6 

HIT DICE: 

12+1 (tötal) 

THAC0: 

14 

NO, OF ATTACKS: 

1 

DAMAGE/ATTACK: 

2d6 

SPEOAL ATTACKS: 

Absorplion 

SFECIAL DEFENSES: 

See below 

MAGIC RESISTANCE: 

40% 

SIZE: 

See below 

MORALE: 

Average (10) 

XP VALUE: 

9,000 (total) 


Chrnntwoids cinmit exiât in reality, bul they torm one of 
the j»reatest treüture hu/<iirds to adventurers <m Tvmporal 
PrLme. They are a uommmi occurrence and are stronglv 
attracted tt> linearoeatures. A chitmovoid appears as a btob uf 
^elatinous matter that hnlds a roughJy ovoäa form I he surface 
ot the chronovoid is an iridescent film, not onlike a drop of od 
on the surface uf waler, and its intemals are a dull gelatin. 'lhp 
si/c of this creaturc varies, slnce it Ls a commimal organism nnd 
can sepaiate ]nto smnller forms, Its largest formatinn ts a huge 
créattire (10-1 t-foot diamcter, 12+1 HD) wliich can divide into 
three large creatures (6-7-1'oot diameler, 4+1 HD) After this 
divlslon, the separnte entities can divlde in half two more 
tiines. creating up to six medium creaturcs (5-fciOt diametcr, 
2+1 HD) or 12 small nvahm-s (3-4-foot diameter. 1+1 HD). 
Any combination of Lhese is possible, but it takes one round for 
each division ur merging. A chronovoid usuallv tmveJsas tliree 
lörge creatures so it takes only Uvo rounds for maxtmum divi- 
sion or one round to reform as a huge creature. Jt can usualty 
accomplish this beforé entering meJee 

f cfdugv Chrnnovoids usualty ignorc Lhe creaturesof Temporal 
rrimeas Ihcv drlfl around the timestream They do not movt* 
around lileHmfs, vxccpt in the event of a tangle, bul simply lel 
the Ifne pass tlirough them. It is common to se+* a chronovoid 
w iih a sÜver llfeline nmning thruugh its middle as it foÜows a 
lilelirre up or downstream. Only if a Lemporal creature gets 
wilhm l£9 teet ofa chronovoid does the chronovoid attack 
I here is a theory that chronovoid» have SOrno ktnd nf relation- 
ship wlth tempsvnlh, as a chmnovoid dovs not harm lemp- 
syiith it passes alorig the lifeflncs. t inuar creatures are not ao 
luckv A chronovoid can senfte Jinear orgamsms from over 5C 
hct away and immediateJy attacks Ihein 

Chrcmovords have no Isir, bul they do possess treasure. 
Wlthin ihelr gelarinous mass, they ston? the nonorganic matter 
from cn?aturcs onvj beLngs they bave ingesied Fhfs indudcs 
coins, gems, cnetal weapons, and anything magicaJ (if themag- 
ical item hris ,m organic base, such as a staff or leather boots, II 
mttst save vs .idd or becnme useless). harge fteirw arc* stiil cat v 
ned bv the chronovoid, but pieces of them mav slick oul 

mtKu CJuonovoids arc a problem because tbey have a vaii- 
ety of abilities that they can use. The rirst and foremost of these 
is ihe abllity Lo divide int'o smaller versions, Fach separate 
entitv is allowed ont* attack at Ihe original 11 tAOland AC, but 
the Hil Dtrc are âLCordlng to size. Anv chrono\ r oid that divides 



or reforms gets no aitack Ihat nnrnd Comhinations can be 
assembkd Hkeone large, three mediums, and Iwo smalls. 

The main defense of a chronovoid lieN in its géJatinoüS 
form Most material can pass Ihrnugh it without hurting the 
bubble »ri all. Nonm v agicaJ weapons do no damage, and dam- 
age from magical weapons and spells depends on the bomis or 
spell JeveL For ever)- +1 thal a weapon has, or for every three 
spell levels, only 5U% of normal damage F applied to the 
chronovoid. A srtwd 1 1 or a Ist-Ard-Ievel spell does hall dam- 
age (including one half of the Strengtli or profldency btinuses), 
and a tword +2 or 4lh-6fh- !eve! spell does full datnage. A +1 
weapon or 7th*~9th spell does 150% full damage. and a +4 
weapnn does double damage (again inclüding double strength 
and proficiency bonuses) A ehmnovord attat'ked by magical 
weapons or speJJs identifies the greatest danger to it and con- 
eentrales all allacks on that foe until tbnl creature is dead or 
meaparitated. 

A chronovoid attacks bv moving up to a vichrri and attempt- 
u\g tö surround it On any successful nttick in whkh a 20 was 
not rolled, the vicrinn manages tn pull free w halever part of him 
entered the bubble. The damage caused bv this contaet is 2d6 
htt points fK»m advanced decaying üf Jiving IL sb On a 20, tlu* 
buhble succeeds in »uiroimding the iTeüture Any absorbcd 
cieature can onlv do damage on a milcd 19 or 2t), and Ihe decav 
damagé to it increases to hiI poinls per rourui The onlv 
stipuKition < ui absorbing is that the bubhle musl be of tlu* same 
size class as Lhe creature or biggru. This tnakes a d lflerence in 
strategies by the chronovoid, since it always maintains at leasl 
one porlion of ttsélf large enough to absari» Lhe intended crea- 
ture. 

Any porlion Ihal is damaged beyond ils hit püints bursts 
into thousands of drops Ihat drift to thi* nearest lifetine wheie 
thcy remam. A chronovoid can exisi and rebuild itseh as long 
as at leasi one small-sized porritm gets awas. and siich a por- 
tion is usuariy hcld off to one side in case Ihings go badly 
Characters gain 75ü XP for everv 1+1 Hit Dice of the creatiire 
thal is slain, with a F0C10 XPbonus if theentire creaturv i.s 
destioyed. 
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Temporal Dog 


CLIMATE/TERRAIN: 
FREQUENCV: 
ORGANIZATION: 
ACTIYITY CYCLE: 
DIET: 

INTELLICENCE: 

TREASURE: 

ALIGNMENT: 


Temporai Prlnie 
Uncommon 
SoLitary or in packs 
Any 

Carnivorous 
Very (U-12) 

Nü (alone)/W (in lair) 
1 awtul neutraJ 


NO, APPEARING: 
ARMOR CLASS: 
MOVEMENT: 

KIT DICE: 

THAÖ): 

NO. OF ATTACKS: 
DAMAGE/ATTACK: 
SFECEAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XPVALUE: 


l/2d6 

3 

18 

4+1 

L5 

I 

Id8 

Hasle 

Timeslip 

10 % 

Medium (3-4 leet long) 
Âverage (10) 

375 


Tempqrai doß& are a highty evolved lorm of blink dogs that 
make their home un Temporal Prime, II Ls impossihle to tell 
whether Üie lemporai »ibillties of these <it aru 4 difterence 
engineered or bred by some ancient chronomancer or ii Lhe 
progresaion tmm blmk dogs Lo temporal dogs was a case of 
natunil evolution, buL thesecaninesdo have a pleasant attltude 
toward wiZtirds for somt? unkncnvn renson 

Temporal dogs di-stinrth' resemble thcir distant ancesLorfi. 
I'hey hjveshurt, yeJlow-bmwn hair, and Lhey are stocky and 
muscul.ir They are slightly smaller tiuan hlink dogâj ând they 
hâve apparéntlv lost the power of teieportaLion P büt they have 
developed other, morepowerfuJ abilities iivake up tor that loss. 
They are Jnother kind of temporal creature that possesses ihe 
ability Lo slip Lo reality, 

Habi tâi Sim ietv Temporal dogs preter solilude over thc paek. 
möstlv duc to the fact that there is sparse hunting on Temporal 
Prime Whenever they are encountered, hnvwven Lhere is 4 
15% chance that thev are ninmng in a small pack (2d6) in order 
fo take down a Jarge t reaturc lh.il none of them could handle 
cm theirown 

Tempora l dogs communicate beLween themselves by com- 
pliialed combinaLions of barks and growls, and they have a 
detalled knovvledge of the Jayout of Ihe surrounding lime- 
stream Adventurers have tought these creatures to imderstand 
many languages P fhough they m.iy feign Jgnfirance so as lo not 
have to deal too dosely with slrangers, A few of the triendlier 
ones ean cven bark uut a close approximation of a dozen or so 
wcjrds. 

Manv charaettTS have taken to feedmg these crea tures fand 
somelnnes even offering tl\em some sort of treasure) in order tu 
gmn their compiiny kir short periods. A friendly dog rcmains 
with the pcrson or party for I -4 days in the timestream East as 
these creatures are h the group never ha b to worry about the 
tempora) dogs slowing ii down—quite the npposite, hut the 
dogs do not seem fo mind- The majttr benefit of having a tem- 
pora) dog atong on a Irip is that the canme barks at anv sort of 
un fri en d I y c rea tu rt\ wa mi n g com pan i on s u f danger 

TenifHiral dogs make lairs within naturally ocmmng caves 
tonned by event tangles in the litelmes, and ü is here that Lhey 
storö Lheir troasure and hide their precious pups, These dnngs 
normally detect adventurers long before they readi 4 latr and 
draw' them otl m any way necessarv. If a lair is discovcred, 
there is j 10% ehanee tor 2—K pvips arul a 20% cli.mce for otfier 
treasure Lo be Ihere 



Pups can be raised to be loyal companions lo a characler, 
and their high Inlelligence makes them vcry useful or very 
trouhlesome. depending on how they are treated The treasure 
couid be anything of value, indudmg magkal weapons and 
armor P High quality merchartdisc, miscellaneousTUJgic (incliid- 
ing potions and scrolls), and of course gems and coin$- Al- 
though the dogs have little need for Ihis stuff, llrey know f Lhe 
value of tradc They acquire the material not by aftacking pass- 
ing U'jvelers but by scouring the areas where batlles betw [ een 
chronomancers and less friendly Lemporal rnjatiires liave been 
bome predators rare not for these items, so ihe dogs collect 
them for Lheir own uses 

Temporal normaüy tlirive tm tempsynth, but packs 
sometimeü go for a temporal gJtder or vortex spider. Hunger 
inight drive ihem to reality in search of food, buL only for shorL 
periods of time Ttiuir frequency in reaJity is ver>’ rare, 

- umh.il: Oniy a very hungry paek, or one Ürat Leels Lhreatenud, 
will âttack adventurers, Tiis deferencc to hvimans Ls a curiosily, 
bui whatever the reason, it b nnt cowardrce, siuce these dogs 
are slighliy more fierce Llian Lheir ancestors Ihev have an abil* 
ity to hti'ite as per Arhrus's meléti marwgtv, nol the feostr spell 
This gives them one exfra attaek per round, as well as the other 
bonustis, and the power can be used once per lum, the effect 
lasling for the Lum's duration They can ak<’ slip betvveen Tem- 
porfll Prime and reality, but. in reality, they tunction as if 2 Hit 
Dice Iüwlt, and they Jose their ability l<< hu'tr, sü they only du 
tlris to es<:ape a threatening situaticm 

If a pack of temporal dogs Loses one third of its numbur or 
fails to briog down unc person withm hve ruunds, Lhe dogs 
slip avvay, A solitary dog never attacks penplv—unless it is 
defending something—prefening to slip away If it feels at all 
threatened Experience points are awarded if Lhis creature 
si.mds and fights, or if Ihe character <an eiilist its aid fur a 
penod of greater than two weeks. Rribew or threats never hold 
a temporal dog to serviee this long. The character must prove 
worlhy of the dog s loyalty within four djys 
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Temporal Glider 


CLTM ATE/TERRAIN; 
FREQUENCY: 
ORGANIZATTON: 
ACTTVITY CYCLE: 
DIET: 

INTELLICENCE: 

TREASURE: 

AUGNMENT: 


Temporal Primt? 
Uncommon 
Sotitary 
Anv 

Speci,il {see below) 
AVérage (H) 

m 

Neiitrai 


NO* APPEARING: 
ARMOR CLÂSS: 
MOVEMENT: 

HIT DICE: 

THACO: 

NO. OE ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SFECIAL DEEENSES: 

MACIC RESISTA NCE: 
SIZE: 

MÜRALE: 

XP VALUE: 


1 

-2 

15 

6 to 10 

15 to 11 {15 Qiiims J for cvery 
HD over 6) 

1 

5-20 

Nil 

Halr damage fr< >m nt>n- 
magk al weapons 
20% 

Laige-Hiige (12-18 fcet) 
Average (10) 

4,000-10,000 


Glider> are largt.% kitelikecreatüres Ihat drift altirtg in the 
emptv spaces of Temporaf PnrrtG nr close Lo Lhe sLtrfaice of a 
timestivarn Fhev never travel to reality; althuugh Lhere is much 
speculatioii tlul ihey couJd doso if they ever were lo have llie 
de^nv. Liaeh looks like a Jarge black manta rav wvthout any sort 
of tail—hnskally une giant wlngspan. The Ups of these "wlngs* 
0t*)t slightly, hut motinn appears Lo be thought generated 

ILihü.d/Sot ix Qiders travel aUme, and they h«ive no J'ixed 
piate that they retum to They simply roam TemporaJ Prime 
CL>nslanJly r like a sh.irk in deep waters. VVhile ttiev are intel1 1 
gerrt, tempoml gliders have absolutelv nu interesl in treasure 
a nd an no\ er ftuind with any 

Althoügh ttioy must feed on something somehow Lhey 
have never heen seen eating, .md they never mteracl witb olher 
n-eatifrt's by rhou e They are a mvsterx to most advemttirers, 
and only the mosl ciu ious or antagomstic bolher wilh these 
i nd i 11 p re n L • reah i res 

chronomancers have fii Ihat bill nicelv, Ihutigh. and 
throügh Iheir resea rches,. thcy have found that what temporal 
gliders âre aetu.iMv doing as ihey dril t among Lhe mivl-smoke 
is eontimiously leedmg Fhey dn ihis nuu h Irr tVm way that a 
great whale sifts planktnn thmugh sl.s mouth. 

Tempora! gllders ptissess Jhe abiliiy to Iravel belween the 
HmestrLfims i a difierent planes, antl wfien a gÜtier disappears 
wiHun a large cluud ol misf-smoke, it has siippcd dueclLy to an 
alternale plane witliin the same reality Hivy are feeding on Ihe 
change i.n lempoml forcps tkot exisf along tiie borders of d.ifffcT- 
enl timestreams the lemporal lides Tlie confllctlng foives do 
mit bother Ihem al .ill, but if a rrentiiTv manoged catcli a rivle 
on the back nr one of these gliders, the forces would still affect 
iheni, Suih a In »p would likcly rip anv hilcKhlker to pieccs in 
IhepnKess 

* uftiliji: Qitlers JeJend ihemsphes Lf ciitacked. which is the 
nnly way they enh i * n m h f* l They *>nl\ iüive onr means of 
attack They rarn thnr heads into tbose attacking ihem, and 
they can perform ihis maneuver only onee per round. Their 
skin is extremdy lougl» In nalure ämd nonmagical xveapons 
OTilv dn half damage agatnst ihem (this irrckides *my hfrength 
bonuses. which are also halved}- They are also likely to use 
IheLr hmesiream slipping ahilily toescape if the combal goes 
badly. Any creaturc wdthirt 20 teet ofa glider that sliptr intti 



another ttmestrvam must save vs nKi/staff/wand or lake 5-50 
(5dl0) hii poinis nf concussion damnge Imm the backlash of 
ihe raging tcnVpnral Udes, A cfeature riding un the ghder is 
suhject to ihe creative control of the Dtingeon Master Hest 
assured Lhat the trip is never a pleasani one. and il the ghders 
unwelcome travellng compankm should snmehöw manage to 
sun ive the trip and yet lose hold oj the glider, he mav have a 
diHicull time getling back home from w hatevor random 
pkvne's timestream the glider ends up ilepositing the hapless 
soLäl upon, 

titiders can be forced Lnto submisskm if fhe charactcr man- 
ages to ct>nvey its intenHons to the creature .md then oiilv 
strikes for Tionlethal duTnage Nnrmally the ch«ira< ter must 
manage to get onto ihe glider “s back (a [Vxteritv check jfter 
heing mmmed. with a moLÜfier lo ilie chts ki and llien con- 
tinue to causc sqhm Lsston (nonlethal) damage 

The glider probably slips Ihrough sever.il dilferenl time- 
slreams xiuring this protvss. pladng the characier ai consider- 
abk fisk The characfer should he ftirced in make another 
Dextority eheck (wilhout a penalty) fnrcach of the planes Ihc 
temporaJ gJider dips Into I he transfer is never a pleasant 
process. tt the foolhardv smil manapcs tn sur\ ive the hrmnnv- 
ing experience, ihe tumporal güder eveniually submits and 
agnvs to carrv the time traveler wherever he wishes 

It is mmored fhat a limited rmmher of hamesses have heen 
invented i(s? ihe purpose of subdumg Üiese cfeaUtres. AJ ter 
alJ, i introllmg a sterd Üi.il caiv shiit hetween ihe plane^ at will 
can be quite useiul However. rione of thesc legcndnry h.ir- 
nesses have ever been foand in rcalitv, aJihLHigh L( s impruba- 
hle that a persnn would eveo recoghi/e one whrn presenlcd 
with it. 

Temporal gliders donol bear Üieir servtce wijlingly. Civen 
Lhe upporl unüy to esvrarpe. thex do so ai oiu r Jhe.y are espe- 
riallv wont to dn this when therr rider relurns to reaJity for a 
period at Lüne i here Ls a good chance that when thc chmno- 
manccr retums lo Uk k for Ihe glider, Ihi < rrature mav well be 
bng gone 
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Temporal Stalker 



CLIMATE/TERRATN; 
FREQUENCYr 
ORGANTZATIQN: 
ACTIVITY CYCLE: 
DIET: 

TNTELUGENCE: 

TREASURE: 

ALIGNMENT: 


Temporal Prime 
Rare 

Solitary or small groups 
Aoy 

SpeeiaJ (see helow) 
Genius (18) 

Nil 

Neutral evil 


NO. APPEARING: 
ARMOR CLASS; 
MOVEMENT: 

HTT DICE: 

THACÜ: 

NO. OF ATTACKS: 

D AMAG E/ATTACK: 
SPECTAL ATTACKS: 
SPECTAL DEFENSES: 

MAGIC RESISTANCE: 
STZE: 

MORALE: 

XP VALLTE: 


ld4 

3 

18 

4+2 

15 

1 

1d6 

Levd drain; special 
+1 or better nifigTcal wcapon 
to hit 
20 % 

Mediuni (6 feet tali) 
Average(TU) 

1,750 


Tmporal stalkers are the undead of Ihis pseudi>-reality f and a 
iarge (itmiber of them used to be chrarmmancers. Since Lhe 
ba.4b of tbeir existence depends on tempt>ral forces r iraceling to 
mality menns instant destruclion for Ihe shilkers lliey appear 
** composed enLimly üf the misl+tmoke ofTemporaJ Prime, 
cnndensed down into a near-solid form. Llashes ot rilver light 
seem to pulsefrom within theii forms, and tivin red giows 
replace thelr eyes As they move, a glimpst * 1 of their physicaf 
budy can sumehrtuts be seen through a haze of mist. alüipugh 
thismay onlv be an illusion of some sm+ 


Hahrtji Mt* m+ v: TemptiTai stalkers exist outside of the uormal 
Temporal Fnme ecosystem. They are neidier himted hy tempo- 
ral treatures, nor do thev hunt sueh CTealure». Temporal stalk 
ers raam the various timestreams of t'emporal Prirne m sèarch 
nf one thmg: Jinear lifefomvs intruding upon their realm. Once 
the mist trail ieft by a Lravder i* discovered, a temporaf staJJcer 
traeks that mdividua! down (unless, of course. the traveiér 
tcaves before thr temporat stalkcr manages h» catch up wlth 
him). Témporal stalkers i iin move just as fast *is most chrono- 
mancers, aivd t hvy ncver havo to sleep. st> it is rarv when they 
can be ou tdistanced. 

Stalkers have ru> l.iirs, and they are beyond the desire for 
materiiil wealth Tlie onty thing a femporal stnlker actuatly pov 
s^see ih a deep-soüted hatrod tor tinear créLilui-vs ajul a, J t -.jj- 
tu see them dpsLrnyrd. Tliese t?vil undcfltl are lughly irttejligent 
and know murh conceming lemporal l J nme, which Js one 
more thing Lo drive Uierri inlo nnger, since Èhey can no longer 
use this informarion It s no good to them if they can never 
leave the p&eudn-plane and have an uffecl upon realily, 

Of all hnear beings, temporal stalkers hate the Guardhins 
the mmt, as tliese men and w'ornen have the most ettect upon 
reality of any cbmnomancers. The jealousy the temporal stalk- 
ers fee! burns brightly in Liaem, and Lhry somt+imes orgunize 
smaf] iimbushcs for a Guxirdlarv if they think ühere is any chance 
nf catching the powerful chronomancer by sürprise. This is 
liardfv likely, us the Guardians are welJ aware of thv lemporal 
^Éalkers »vnd Lhi’ dangers Lhal they represont to traveJers ol 
Temporal Prime 

Despite this hatred Uiat i* Jocused uptin them (cif whicii 
thev are siimetimvs palnfully awareh the Guardians usTially 
t+Hiose to leave the tomporal Stalkers o lone Since the creüiiiires 
can't slip into mality, thoy are nö danger to Ihe ümestream. In 
tacL, they nct as a kind of weetiirig-out systeTii ln thr opimon ol 
many < Hiardiana. chronomancers t hat are too unw»rv to deaJ 



with temporal stalkers are dimib (or at least i ncautiuus) 
enough to presonLa danger to Lh« timestmam themsdves. if the 
tempt>raI sUilkers take cam of these bumhlers enrly on. then il 
may never be up to the Güördians to do so it the fools some- 
how manage to gam in power. 

(Tn the i>ther hand, thtvse that üurvlve an encimnter with a 
gtoup tif twiporal slalkers have been Laughl a fine, cuncrete 
Jessort about the dangers of dealingln Üme traveltng. The 
impact that this can liave is far moreeffective than any lectuie a 
Guardian might give 

II there is anv liopv ol dealJng with a .slalker, it is through 
exploiting ll>is weaknvss to seek the destruction of a Guardian 
abovf itll else. More tiiLm one cunning chmnomancer has been 
spared by a group of tempi>ra! sialkcrs by pmmisitig to ddiver 
a Guardian ur tvvo Jjito a trap of Iheir devising— fhe more 
Guardjans, the better Of course, several of Lhese deals feU 
through when thesylkers“ victim simpJy told the Guaaiiansof 
the LTteatuies pJans, As such. ihe ^talkers ^re more than a little 
wary of cutting such deals. and gettmg tliem to agree to onc 
takes some dofng. 

i nmtMi Temporal stalkers usuflLly Jiunt aJoite imleKv Üiey are 
after a large group or a Guardian They track a ülngle individ- 
ual for monlhs unfij Lhey «ire able to catch him somüplace bv 
surprise, Üthere is a small group oi Lravelers involved, the 
stalkers wait unttl one of Ihemv sepamtfs oui (rom the othtrs 
heiorf «itiacking A sticcessful hit by a ternporal stfllkur unly 
causes light damnge. but dratns ond Level and al) the abüities 
that go wtlh n AlLematJvflv vvith Ihesanvf touch, the südkfr 
cmi useon a vjcting fouling Ttspast, Often it uses tlus lu 
excTmnge «a spcll that a wizardl v victim has memon/ed fnrone 
thal is enüreiy usdess in the given situation 

If drainud to lev el t], the charactfr hecomcs a temporal 
sfalker himselt Mist-smnke begins Lo sw r arm 4imund Lhe vic- 
tun s body üntiL severa] djys Inler, most of its physical hrxty is 
hidden w Jiliin Ihe slifoud. Conipanions of the victim can pre- 
vent this transformation by bringüag the body hack io reality 
before this new stalker fiwakens. 
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Tether Beast 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANfZATION: 
ACTTV1TV CYCLE; 
DirT: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


TempciraJ Prime 
Rare* 

Family 

Any 

Omnivorous 
Very (11) 

I 

Neytral evil 


NO. APFEARING: 
ARMOR CLASS: 
MOVEMENT: 

HIT DICE: 

THACO: 

NO, OF ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 

MAGIC RES1STANCE: 
SIZE: 

MORALE: 

XP VALUE: 


1-3 

0 

12 

10+2 

11 

5 (füux daws, one bite) 

2db/2d6/2d6/2db/2d4 

Breatli weapon 

+1 or better magieal weapon 

to hit 

25% 

Huge (20 feet long) 

Average (10) 

15,000 


rether beasts nre oftèn ret'erred tu ae the dragons Tcmpüral 
Prime, btit in fact, they more dosely resemble behirs TTiey are 
tong and gnake-like with frnir pairs of legs unevenlv spaced 
akmg their bodies, Tlie legs ane much ionger Ihan a behir's, btit 
they are nnrmatly kept tucked up cliwe to the body givtng the 
t&ometimes fatalj iJlusjon of the beast baving a short reach. Jts 
bßck önd Iegs are eovered wtth iridescent scales, and tts under- 
side fealures a softer, blaek ^kin. The head b reptilian vvllh a 
short snont füled with dagger-hke teeth. These creatures exist 
onlv on Tempurnl Prirne aml, in the opmmn i>f most adircfitur- 
ers, thankfully so 


NahhJt Sih «f'ii A tether beasl has no latr. Jt is always on Ihe 
move. These heasts frecjuently travel in pairs, and if a third 
beast is preseni it is nsualiy a young chiJd of ihe two larger 
urn-s fThe <hiid has f>+1 I lil Dice and is worth only H/HIO XPJ 
The beasl (or the Jargest of the gnnip) stores Ireasure wilfiin 
several hidden puiurhes tbatcan be hjund within the softer area 
uf ils undersidtv Large derns ol uhvious value, or any magicaT 
jtem il rmght iuive, aredragged along in one daw Tetlier beasls 
have a 10% chance of being abte to urc a magical item. Other- 
wise that daw is cunsidered nunuseful for altacks or move- 
mertt 

Though it js assumed thal the tether beast can travel tike 
olher crcalure's on TemporaJ Priine (by walking i>r fioal ing 
alcmg), it always rrawls «tlong the liMines with at lcast four of 
its clavvs wrapped abnut nne of thc siIver cablus. Now and 
Ihen, it seizes i lifdine m its mouth and gnows at ii with iis 
virinus tedh, but no dnfflage ts known tö be caused to tlie life- 
ilne's possessor Some advemurers LhaL lravebeeitcontacted bv 
chronomarKers abuul ihese tnddents have repurted that, .4 thv 
tirne in qurstion, they sensed a chrlHng offect, similar to the nld 
saying of someone walkmg across their gtave, but no appareni 
physical hami was dnne lo ihenvor Iheir SlfeJine 

THl- tether h vi>t rur and away Ihe fiercest hunter on Tem- 
poral Prime Jt attadcs and eats anylhing II happens bo come 
arross, from lempsynth to ternporal gliders, and appiirenilv 
cbnmomancers rank htgh on the top of thc list of llneir favorite 
foods. Tbe beasl is al the top ul the foud chaJn rm Temporal 
IVirne. since nuthing Is known tu altack il evcept adventurers 
A tether beasl thal finds thesilver mist Irail uf a Temporal 
Prime traveler lolluws il untLf the trail disappears or the adven- 
Uirvr is found. 



! nmbai: Telher beasts preler to attack iheir intended vicüms 
frum ambush ff possible, but Ihry attack even if thev are the 
ones surprised—or it ihey're wnunded or being nffered an 
appeasemenl, or If lltey’re iJ hungrv or ftilL Basicaliy, ihey are 
happy lo altack anyone al any time for any reason—or even nu 
reason at a IL 

!n combat. the creature confcinues to hotd on to nearby life- 
Llnes with at leasl fnur da+vs while attaddng wilh all of its 
other four limbs, plus its savage bite. Il can attack m anv diree- 
tion it wTshes wiih its daws. and the lung reach of its arms puts 
it Intn melee rangc even against oppmients armed wilh 
polearms Tor opponenls who devise an attack method just out 
uf Teach, tfiü tether beasl grabs liuld of the Jifdinv tighfcly with 
its back fuur davvs arid vvhips Üve entirt 1 upper half of ils body 
out tnward ib Tntended virtim* raking at it vvith al( five attacks. 
A crealure may try lo fürce one of Lhe beasLs fcuir Lifeline daws 
Itway from Ihe lifèline Whether or npt Jt is .suaessfuL the â>nly 
result ts that thv tcther heast tums on that creatUTO witb evcry 
attackr Induding an extra claw atlack from ihe Limb Üiat Lhe 
viclim just freed, 

Anytime after the firsf combat round, if thc tcther bea&t 
dues not seem to he winnmg the cngagcmcnt. it uses a breath 
weapon attack that has o range of 3t) subjective fcct and can be 
dirccted against one creature orüy, Tl\e breatTi weapon appears 
to bc cümpüSed of llie mist-smoke uf Tempora] Prime, but anv 
creühire it hits must save vs tieath rnagrt A fatlure rcsults in 
the chararter rapldiy aging to the point that he crumbles into 
dusl. A success means Lhal ihe adventurer only ages 20 yt j ars 
(chet k thc maximum lifespan of thé race to determinc the 
efFects) 

Tether beasts are smart enough to kncüW tltat humans aie 
exCcUunt targets for this breath weapon, and they do nut tründ 
using il againsl rhem wben pnssihh since the tcther heasts 
seemingly can galn aimost as niuch nounsiiment from Lhc leii 
over pile of dust, This breaih weapon may be used once evcry 
10 rmmds. 
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Time Dimenslonal 



Comnian 

Nobte 

Royal 

CLIMATE/TERRAIN: 

Temporal Frime 

Temporal Frime 

Temporal Prime 

FREQUENCY: 

Very rare 

Very rare 

Very rare 

ORGANIZATION: 

Sotitary (see below) 

Solitary (see below) 

Solitary (see bclow) 

ACTIVITY CYCLE: 

Anv 

Any 

Any 

DIET: 

Sperial (see below) 

Sperial (sec below) 

Special (see below) 

INTELLIGENCE: 

Highiv (13-14) 

Genius (18) 

Supra (19) 

TREASUKE: 

Nil 

Nil 

Nil 

ALIGNMENT: 

Neutral 

Neutral 

Neutral 

NO. APPEARING: 

1 fsee below) 

1 (see bclow) 

1 (seebelow) 

ARMORCLASS: 

2 

2 

-5 

MOVEMENT: 

Sec below 

See below 

See below 

HIT OICE; 

12 or 16 

20 

24 or 28 

THACCI: 

9 or5 

1 

1 

NO. OF ATTACKS: 

1 

1 

1 

DAMAGE/ATTACK: 

3d4 or 4d4 

5d4 

6d4 or 7d4 

SPECIAL ATTACKS: 


See below 


SPECIAL DEEENSES: 

+ji or netter magieai vveapon io tui 


MAGIC RESISTANCE: 


'jrn/ fÜfY 1 * ■ n m-i iHO 



Id /o pju 4i in reantyj 


SIZE: 

Small (3-h>f>t diameter) 

Small (4-fout diameter) 

l^rge (7-foot di.imeter) 

MORAI.E: 





Averagc t it.u 


XP VALUE: 

4,000 or 8,000 

12,000 

16,000 or 20,000 


There are three Jiherent varieties of Hine dijmensitutiiSs the 
common, the nobfe. and the royal Often misnarned as fime ele- 
mentals, time dimensionals are intelligences composed enhrely 
from the esseitce uf time They are une of the few temporal 
creatures which can travd to reality. Tftere, each appears as t i 
doud oi fire. tiust. or vapor. On Temporal Pnme, each mani- 
festb as a tr.inslucent sphvre ot light silver ent?rgy- They pose 
one of the greatest hazards to travelers of I’emporal Prime due 
to their incredihle abiliHes. 

II me dimensionals seldom appear in reaUty f as the forward 
motion of fime makes thein uncomfoHable They much prefer 
to mam abuul the neutral territory of Temporal Fnme. 

f tdbii.if/ScK n?tv DiinensiiirtaU exist al a levd thot can only be 
theori/ed. Any orie exists at aü times sirmiltaneously yet all 
versions of it lunction throughout time independently A hero 
onlv meets up wsth one version initially though 

Thi* dimensiunals ruam Temporal Prime, feeding off of the 
momentum uf time, and Lhey stay away from m osl cruatures, 
as wetl as othef dimensionals. Turbulence attracb time dimen- 
sUmals, since Lhe disturbance tO ihe Limestream causes easier 
feedint; For tliis reason. a dimenslonal is sometimes attracled 
to a chronomancer and may even slip to reality to find him if 
the wizard'sspdkare creatlng enticing turbulence 

Tn ing to L ummunicate wüh a time dimensional is tricky 
Bven gaining their attention am be impossihK They recogni/.e 
spoken words, but tend to ignore them. I I a Lime aimensiand 
speaks, it does soby manipulating Mme and drawmg words 
Irom the hstcner’s past. The hero hears fragmented sentenees 
spoken m his own tongue Some bemgs, usuaüy chrono- 
mancers, have heen known Lo cut deals wilh Lhese difficulL 
crealures, but usuaUy at greaf cost and risk. 

■ . , i fime dimension.ik never attack unless attacked In 
reahty, thev sprav a fine, powdery suhstance at their attacker 
On témporat Prime, Lhev simply Lash oul with pure temporal 
fiirces.. loing no visible harm, buL causing severe dainage from 
Lhe shock. Even other lemporal rreatures are affected by this, 
though their mägic resistance can negate Ihe effect. 

f n reHlify. dimensionals uften süp in and uul of lime at will 
Siruv they are nonlinear creatures, tliey are able to double theii 
tifelines üf they can he said to bave such things) as often as 
Ihey Uke (in theory, at leasi—they seem loathe tc> do so except 
in fhe most dire circum&tances). In this way, ihev can bring ver- 
sions of themsdves from other Limes tu iudp out, effechvely 


adding 1 -4 copies of themselves to the combat. A hit ort any 
one creature damages Ihem all. thouglv, so a dimcnsional Lypi- 
cally brings in ite other selves, makviä multipte attacks in a sin- 
gle round, and then vanishi?s. 

With its juiwer to move ihrough tjme, the dimemional can 
usually break off contact tn reality -it will ChronOmancers 
should realize what has happened, though, and they can track 
Ihe iTeature to Temporal Primt? lf its wake in the mist-smake 
can be followed. A time dimensional can move at a rale of 10 
yartis per round per hit die in realltv ar Temporal Prime, so it 
can iikely get away 

Due to Lheir nonlineur nature. time dimeniionaLs can even 
dciuble themselves on Temporal Prime If pressed, thev can 
attempt to get aw’ay by slipping back tnfo reality, but anyonc 
that they w r ould meet in Temporai Prinie would likely be abic 
to folbw them back. Dimensionals realize this, buf they also 
realize that li\e numlrer of times a humauoid can slip back and 
fortii is usually limited, unlike thedimeniüönal's innate ability 
TheV have beeii known to slip back and forth So nften tlvat no 
chronomancer could possibly keep up. 

CTirnnomantic spells are uüelesfi within 3Ü yards of a dimvn- 
sional. as it absorbs them llke food. Thesi.? spells cannol affect 
Lhe dimensionnl at any range or revenl anything about il or its 
actions, unless otherwise noted in the spelPs descrtption. 

Iri reality, a dimensional's magic resistanco is 90%. as jt is 
difficull for an attacker to figure out exactly vvhere in time a 
dimensional is longenough to attack il On Temporal Prime, 
this drops Lo25%, as time doesn't flow regularlv there. 

Noble time dimensionals can addiLionallv cast a time ztop 
(which can even affect common dimensionals), age a creature 
by Id20 vears, cause a crealuie tu gmw younger bv 1 d20 years, 
age nonlivlng vegeLable matter by I0d2(l years, age mineral 
matenal by LOdlCHl years, and move tip lo four • reatures from 
reallty into Temporat ITime and back at a Lune (subjects can 
save vs spells if unwvlling) Facb powei is usnble once per 
round. al wilL once per day. 

Royal dimenslonals are even more pow r erhil than their 
brethreti They are saki to rule Lhe oüiers, Imt no evidence has 
been bnought forth to cormborate this. other than the facl that 
they can summon 1-4 common (70%) or 1—2 noble dimension- 
aJs (30%) om:e per day. They have alJ of the same powers of the 
rtable dimensionaL but Ihey can use thern each once per limir 
Addiüonaltv, they can use an ability smular to Arftcns s mticc 
mnmgcr every round to get in more attacks ii thev Üke, Pltis, 
roval dimensionais can use lemporat Uuit up to once per hour, 


95 














Vortex Spider 


CLIMATE/TERRAIN: 
EREQÜENCY: 
ORGANIZATIDN: 
ACTIVTTY CYCLE: 
DIET: 

INTELLIGENCE: 

TREASURE: 

ALIGNMENT: 


Tcmporal Prime 
Uncommon 
Stiiitary 
Any 

Camivore 
Average (8) 

E 

Neutral 


NO. APPEARING: 
ARMOR CLASS: 
MQVEMENT; 

HIT DICE: 

THACO: 

NO* OE ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFEN5ES: 
MAGIC RESISTANCE: 
SIZE: 

MORALE: 

XF VALUE: 


1M 

4 

9 (15 in web) 

7+4 

13 

1 

2d4 

Poison, web 

Chameleon ability in web 

19% 

Large {12 feet long) 
Average (10) 

2,700 


Vortex spider?* evofved from the phase spider, and they can 
exist only cm Temporal Prime. Some wizards have theorized 
thai the origm of this ralher unique species is rooled in a tem- 
poral acddent in thc far past. A colony of phase spidurs must 
liave been eaught up in the eye of an impGixtfSng timestoTm 
whiie phasing, trapping them iit Temporal Prime Once Lhcy 
found themseives on this pseudo-plane, they earved out a 
mehe for Lhemsdves in the loeal food chain and managed not 
only hi adapL but to survtve and thrive, 

Vortex spiders have kept their aneestors* basic shape, hut 
Üie simlianties between the two species end there. Vortex Spi- 
ders are covervd wiür a tMn diltin which Ls bhie-gray in éolor 
but with séveral patches of a duli waxy color and tevtu re Fhey 
are only seen m tlüs iastuon. though when forced out of their 
natural habital for some reason l'hcir colorcan change to 
biend m with their web w hen they are skittering dbout its 
edges or even resting w ithm Üie central tangte of its maglcal 
strancLs. 


11ah i Ui l L : I v The vortex spider can create a home for ilselt 
anywhere on Temporal Prime, bul ii prefers to spin its web m a 
vortex it traps other creatures such as tempora] dogs, small 
temporai giLders, and unvvarv hme Iriiveiers for tood. Whil'e it 
may he slovv intellertüally, the spider is not stüpid, .ind il 
ignores targc- gliders or iJther crealures that art* simply too big 
tu net. If a LeLher beasl manages to wander into a vortex spi- 
der's webbing, the splder immediatelv takes uff fvt parts 
mknowri and seeks out a new home. Finding an empty vveb is 
uncommon, though, since the enchanted stmnds quickly disui- 
tegrate without the vortex spider's constant upkeep. 

Ouv cornet of the vortex spider's wehbing contains the 
remains ot viclims as wdl as Ü’ieir possessions. The spider hkes 
to hide thissection away from prying eyes. as humans who see 
the püe of bones and treasure should Trnmediately realize just 
how much danger thcv might be in Stili. ihe spider know's ihe 
vaiue ot these trmkets. although it has little use for Ihem per- 
sonally. It is curming enough to sometimes place an tnterestmg- 
looking tiem or Iwu in pari of Lhe web easilv vtsible trom the 
vortex’s waü More Llian one unwary advenlurer has grabbed 
at SLich obvious hait, only to find hlmself outmatched by the 
web r s devious owner 



' oinbat: The webbing of a vortex spider is completely invisible 
amcmg the mist-siTioke of Temporal Prime. and ü is made 
resilient with pure temporal energy; spun from the mist-smöke 
that permeates the entire pseudo-plane. As such, it is detectable 
by a tit'leei lemporal atwrttâly spell, and to the casler ul such a 
spell, tt stands oui sharply, even against the cunsiderable back- 
ground turbulence of a vortex. 

flTe web is usually up to 50 feel in ciiameter, making it loo 
small to fit entirely across any bul the smaliesl vortices. Most 
utten it can be found spread acruss li section of the vortex’s 
wall Once the web has been spun, the spider hides in one cor- 
ncr of it, its chameleonUke abilily to alter its coluration to that 
of the niist-smoke »umiunding it making it inyisible to anyone 
who fails n save vs, md/staff/wand, 

While a vortex Is the most cominon place to find a vortex 
spider tthus the obvious source of the nand they can some- 
times be fcmnd sf ringing Lheir wub among Üie Iiieilnes as well 
They are less commonly encounlered here, though, due to thc 
vastness of the timestream. One re.iscpn the spiders tend tO stick 
to the vorfkes is that Ihese are su heavilv Lraveled Another is 
that the swirling mist-smoke makes U even harder for a trav- 
eler to spof the spider's web. If the web is spi^n within a vortex, 
Üie save needed to spot il Is made at -4. Anoiher reason for the 
spider to ma ke its home in a vnrtex is its ahility to travel 
Straight up and down the vortex sides, an option most crea- 
tures do nol have. 

The webbing is not adhesive m the way normal spider webs 
are, bul any creature which touches it suffers trom ar effect 
stmilar tu a spell, since time has been warped arnund them 
to move sluwer. Since IhLs is dsfferent frnm a ntirmal slm> speli, 
the chronomancer immunity to chronomantic spells does not 
apply bere A bite from the spider causes only a snmll amount 
nf damage, but the poisun must be saved agalßst al a -2, The 
poison causes instant death, and those that sa ve against this 
süll take 20 pnints of d.unage. 
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